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OVER 40 REVIEWS AND PREVffiSfSJNClUDING: THEIR FINEST HOUR 
X-OUT • SPACE ACE • RAMROD • CHAOS STRIKES BACK • ESS • XENOMORPH 




A MIDI MUSIC SYSTEM COMPLETE WITH KEYBOARD 
A VIDEO RECORDER AND STAR TREK MOVIES • OVER 1OO 
GAMES! • A DAWES ASCENT MOUNTAIN BIKE • A CABBAGE! 
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THE EASIEST, 

MOSTfHMLUN€ 
3 D DRIVING CAME YET! 

VflTFn Take the wheel of your turbo- A 

. . _ _ _ . JR) . charged Porsche as you 

ARCADE GAME g» MM v and your partner go in 
OF THE \ pursuit of danqer- 


TURBO 

BOOST! 


Need to catch up in a hurry? Well, 
just one press of yourTurbo Button will 
leave your eyes in.the back of your, head! 

BARRELLING THROUGH 

THE CITY STREETS, alons the roughest of 

dirt tracks and through busy tunnels - if you can hold 
the line! The low life can run, but they can’t hide ... 


MATCHLESS 

VIGILAIUTEtll 


HIGH SCORE 
!>CORF 


: ALL HOSTAGES 
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action sequences put you in control 
of Elliot Ness's elite squad of crime-busters, 


ALLEYWAY SH0OT01TS 
THE BORDER RAID, 


The Railway Station confrontation and 
Warehouse bust culminating in the 
thrilling denouement of a 


as you re-live the knife edge 9 j; 

existence of Ness in his struggle 
against the retribution of Capone! 

THE UNTOUCHABLES - LIVE AN AMERICAN LEGEND 

"an absolute corker of a game ... as "a fine example of how to do the job 

smooth and polished as you can get, properly... a cracking conversion... 
animation is top notch . . a brilliant easily one of the most successful 

film conversion" Games Machine licences to date” Sinclair User 
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NOW WITH TWICE THE ACTION, 
TWICETHE FUN,TWICETHE CHALLENGE 

osycmaiBGBiEB 

The Hi-jack report came from a DC10 leaving Paris for Boston -Arab 
guerillas were in control of flight 102 and had turned the aircraft towards 
Africa.. .The plane lands in hostile territory and the terrorists begin 
their demands... 


or the bulletproof vest, but watch out for 


ESFROM 


Operation Thunderbolt the incredible Taito coin-op conversion 
brought NOW to your home computer. 


il Street • Manchester • M2 5NS 


77 OCEANS G • Fax: 061 834 0650 














‘odd Mitchell Porter 


IBM/compatible version 


Available for: IBM/Tandy/compatibles, Commodore C-6^26, Agjfle Iherie^oming soon for Amiga and Macintosh. 
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For further information on Mindscape prafiuctf ano your local Dealer, contact: . f 
Mindscape International Limited, PO Box 1019, Lewesf East Sussex BlfS^DW. Tel. (044 486f 545^547. 
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new formats. Updates include 

Populous and Hard Drivin 


73 MAIL ORDER 

Spend granny's postal order on 

ZERO goodies... 


75 CHIP SHOP BOYS 

The machines that made music in 
the 80s plus more MIDI matters. 


79 COMPETITION 

Win a mountain bike and 20 

copies of Ocean's Arcade smash 

Chase HQ 


81 CONSOLE ACTION 

Thunder Force II review and loads more in 
the UK's only mag within a mag for console 
users... 


8 Ol! 

All the latest news and gossip plus find 
out what Virgin has on offer for £10 a 

weekend! 


90 DOSH EATERS 

Matt Bielby forks out down the arcade and 
raves about R-Type II and Chase HQ II. 


13 PREVIEWS 

Ramrod, Thunderstrike, Dominion, 
B.A.T., Conqueror and the pick of what's 
to come. 


93 SUBSCRIPTIONS 

Fancy one of a choice of six Ocean games 
or ZERO HERO T-shirt? Then take out a 
subscription now. You know it makes sense! 


18 COMPETITION 

A chance to beam up a Saisho VCR, the 
first four Trekkie movies and 20 copies 
of Mindscape's Star Trek V. 


94 ADVENTURES 

Mike Gerrard, the man with the incredible 
beard, blows the cover off Leisure Suit 
Larry. Nawty! 

||| X 99 COMPETITION 

M L Win a complete MIDI keyboard 
system and copies of Sierra's 
outrageous Leisure Suit Larry 
HMD series... 


31 LETTERS 

Your views and comments given an airing 
on the ZERO washing line. 


33 REVIEWS 

Their Finest Hour, Space 
Ace, X-Out, Chaos 
Strikes Back, 

Xenomorph and heaps , 

more... M 


f 1 03 STUFF 

This month, comic relief to banish 
those post-Christmas blues. 


30 DUNC'S BIG 
RED DICTIONARY 

The ZERO big feature! An A-Z 
guide to computer trivia of the 80s. 


104 THE PRICE IS RIGHT 

Leslie Crowther invites you to let the 
mothballs out of your wallet and buy 

budget. 


33 ZERO OUT OF TEN 

Express your views in our Readers' Poll. 


40 UNDER WRAPS 

It's AWESOME! Oh, it's just Sean Kelly out 
to secure a scoop on 
Psygnosis' new 
blockbuster. 


This month Norris McWhirter awards 

ZERO a world record for the 
smallest domino topple 

ever. Honest! Plus Black 
Shape, Give Or Take... 
Need we say more? 


63 CRYSTAL 
TIPS* 

*And Alistair. 

Stunt Car Racer for 

L-plate drivers, 

Switchblade map, 
cheats and much 
more... 


72 DfclA VU 

The spot where we 
inspect old games on 


Can't find that elusive preview or 
review? Well check them all out in 
the ZERO quick reference guide. 


104 Amegas Smash 
87 American Baseball 


lin Mastertronic 


72 Barbarian II Palace 
91 Blockhole Konami 
54 Chaos Strikes Back Mirrorsoft 


104 Eagles Nest Smash 


58 European Space Simulator 


Tomahawk 


104 Gauntlet II Classix 


83 Gunsmoke Capcom 
72 Hard Drivin' Domark 


104 Kick Off Extra Time Anco 
91 Midnight Resistance Data East 
52 Operation Thunderbolt Ocean 
59 P47 Microprose 
72 Populous Electronic Arts 

90 R Type I! Irem 

36 Space Ace Empire/ReadySoft 
48 Star Trek V Mindscape 
72 Stormlord Hewson 
47 Super Cars Gremlin 

91 Task Force Harrier UPL 
24 Their Finest Hour Lucasfilm 
82 Thunder Force II Techno Soft 

84 Wonderboy III Virgin Mastertronic 
50 Xenomorph Pandora 
91 X Multiply Irem 
44 X-Out Rainbow Arts ^ 


40 AWESOME Psygnosis 

14 B.A.T. Ubi Soft 

16 Conqueror Rainbow Arts 
1 6 Dragon's Breath Palace 

15 Dominion Interceptor 


irames 


1 5 Escape From The Planet Of The 
Robot Monsters Domark 
15 F-19 Stealth Fighter Microprose 
1 2 Ramrod Gremlin 
15 Resolution 101 Logotron 
14 Thunderstrike Logotron 

14 Typhoon Thompson Domark 

15 Tusker System 3 
15 Unreal Ubi Soft 

1 5 Wings Of Fury Domark 


14 Rathbone Place, London W1P IDE 
01-323 3332 

PUBLISHER Teresa Maughan 

EDITOR Tim Ponting 

ADVERTISING Lynda Elliot, Daniel Healey 

01-631 1433 

SUBSCRIPTIONS June Smith 
01 - 631 1433 

(Between 2.30-5.30pm only) 

|^\ Published by Dennis Oneshots 

on behalf of Dennis Publishing Ltd. 


COVER ILLUSTRATION: The Image Bank 




















unlC ^ X ^ v ®vl f 0 t i* 1 ® , t ajvV 

Ifelp 


Bring Back The Glory Days, the brief of the newly appointed 
PLAYER MANAGER, an International class player, as he takes 
charge of a third division club. His success depends on four distinct 
aspects of the game. 


7 AMIGA- 

ATARI ST £19.95 

CBM 64 - SPECTRUM - AMSTRAD - 
ATARI 800 £9.95(Cassette) £14.95(Disc) 


PLAYING SKILLS OF THE MANAGER 

This part of the game is a refined version of the KICK OFF, 
retaining it's pace, flavour and the universally acclaimed game 
play. Play in your position or control the nearest player. 
The first option combined with a tailor made tactics can 
play havoc in the opposition goal mouth. 

IV/I A M APCDI A I Cl/I i I C 

iviA? m Ai.3fc fi i A L of\ I LLo 

Devising winning tactics, acquiring players with right skills 
from the Transfer market and selecting a well balanced team 
is the test of his Managerial skills. When to hang his boots up 
is the toughest decision he has to make. 




History 


Done* 


»Men 


|\ ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, 
§ DARTFORD, KENT. Mail Order by Cheque, Postal Order, ACCESS or VISA. 

y' Telephone No.: 0322 92513/92518. FAX No.: 0322 93422. 
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Cinemaware presents a special Double Bill for Amiga Users featuring IT CAME FROM THE DESERTand 
TV SPORTS BASKETBALL. 

Experience bugs the size of Buicks. Feel the desert wind chap your parched lips. Be consumed by your 
worst nightmare. Witness science fiction become fact as the unimaginable become real in 
k IT CAME FROM THE DESERT. 

Lace up your hightops and get psyched for a fast breaking in-your-face, full court, 5-on-5 
P ro basketball simulation that looks exactly like a network broadcast. TV SPORTS 
IJX BASKETBALL is truly the Phi Slamma Jamma of Basketball simulations. 

IT CAME FROM THE DESERT is now playing for the Commodore Amiga (I MEG 


Irwin House, 118 Southwark Street, 
London SE 1 OSW. 

























SQUARE DEAL ADVENTURE 


B e there and be square in a life- 
size arcade adventure from 
satellite channel BSB who go on 
the air this spring. The Satellite Game is a 
computer-generated adventure-style 
game produced by Broadsword 
Television, the team behind Anglia TV's 
Knightmare series. Animation is being 
done by Incentive Software, using its 
Freescape graphics techniques, with 
additional stills programmed by David 


Rowe. Tim Child of Broadsword promises 
that The Satellite Game will be much 
bigger than Knightmare : "a full-blown 
arcade adventure in which it's possible to 
go on a 'theoretical' 60 mile journey" - in 
which contestants will explore the outer 
reaches of the galaxy in their quest to 
save mankind - the usual excuse, in fact, 
for a good role-playing romp. Get your 
squarials up to watch The Satellite Game 
when BSB hits the airwaves. 


BETTER BITTER 
BUTTER... 


T here've been some well dodgy 
games titles in the past, but 
Guns And Butter* must rank up 
there with the best of them. It's the 
new game from Chris Crawford, 
author of Balance Of Power. 

Out on the PC and Mac to start 
with. Guns And Butter is a game of 
economic, rather than military, 
strategy - Balance Of Power in 
peacetime, if you like. Out soon from 
Mindscape at £25-30. 

•Why Guns And Butter ? Apparently the name 
comes from a Franklin Roosevelt World War II 
saying, that when there's not much to eat, it 
comes down to a choice between guns and butter. 



Master Sjitem 
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DOMARK'S NEW INCENTIVE 


I ncentive has ceased to be 
an independent computer 
game publishing house, 
aiming to concentrate instead 
on game development. Their 
first new game, using a much 
enhanced 'Freescape' system, 
is called Castle Warrior and 
will be published by the Dorns 
in April. (The Dorns are the 
ones in the picture wearing 
corrugated shirts.) 


V irgin has come up with an 
ingenious idea for anyone 
who wants to have a go on 
its Sega console but is too poor or 
too cautious to buy one. You can 
now rent a Sega System and a Sega 
cartridge game just as you might 
rent a video. Simply pop into one of 
the 1,200 video outlets taking part 
in the venture (they're listed in 
invisible ink here) and hire the 
machine for around ten quid for the 
weekend, plus a game cartridge for 
two quid a night (prices at individual 
outlets' discretion). Plug it into the 
TV and away you go. 
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GO, GO, GO 


P C manufacturer ACER has 

offered a cool $ 1,500,000 to 
anyone who can produce a 
computer version of GO! that can 
beat the world champion by the 
year 2000. It's reckoned that no- 
one stands a chance so the money's 
safe - you've got 10 years to prove 
'em wrong! Oh, and CP Software is 
releasing the computer game GO! in 
March on PC, ST and Amiga. 


TRICK OR TREAT? 


TASTY PC STARTER 


PINING FOR 
THE FJORDS ? 

T ime to hone up all those fave 
Norwegian jokes as Newline 
Software, the first 16-bit software 
house in Norway, is about to release Plexu, 
its second game for the Amiga, ST and PC. 
As well as being involved in the full price 
market Newline is committed to launching 
new products at budget prices. Sounds like 
a pleasant change from the raves from the 
grave usually found on budget labels. 


B ring your PC up to pole position 
in the games stakes with a Home 
Games Starter Pack and ST and 
Amiga owners will never kick sand in 
your face again. In the pack are four 
biggie Ocean games, a Competition Pro 
PC joystick and an analogue-to-digital 
games card, which will take up one of 
your expansion slots. The beauty of the 
card, according to supplier Dynamic 
Marketing, is that a) it'll take two 
joysticks and b) you can use an ordinary 
digital joystick and the card converts the 
signal - no more expensive PC ana¬ 
logue joystick and empty wallet misery. 
The games (5.25" only) are Robocop, 
Victory Road, World Series Baseball and 
Wizball , which are all CGA-and-upwards 
compatible. The Games Pack costs 
£49.95; Dynamic is on (061) 626 7222. 


Oi written and compiled by Christina Ersklne 


ON THE 
GRAPEVINE 

N ews has just reached us that Don 
Bluth (he of animation fame - he . 
did the graphics for Dragon's 
Lair and Space Ace) will be doing even 
more great erm... Don Bluth style graphics 
on some new computer titles. More details 
as we have them... 

• In its latest move towards world 
domination, Virgin Mastertronic has added 
the prestigious adventure house Magnetic 
Scrolls to its list of labels. Scrolls used to be 
published by Rainbird, but when Microprose 
bought Rainbird and the other Telecomsoft 
divisions last year, Magnetic Scrolls 
declined to go with them. The Virgin deal 
means that David Bishop, late of Epyx UK, 
will be Magnetic Scrolls manager within 
Virgin. He's also been appointed to head 
up Melbourne House, which was once 
mighty well-known for its adventures too, 
but has virtually lain dormant for the last 
year or so. Bishop says he wants to 
concentrate on developing high quality 
strategy and fantasy role playing titles for 
Melbourne House, but we're not to hold our 
breath waiting - it'll be the middle of this 
year before anything appears. 

• Microdeal is releasing Amnios, a four 
way scrolling shoot 'em up with four 
different heights of play. The graphics are 
being produced by Pete Lyon, famous for 
Karate Kid and the origina I Gold 
Runner. Apparently the graphics feature 
"unique half bright shadowing." ??!! Yes, 
Pete! Out in March this year. 

• Everyone by now should be aware of 
Dragon's Breath, the Palace blockbuster 
due out in early February. But does the title 
Voodoo Nightmare ring a bell? Due out 
in April, it will be the next game off the 
Palace production line. Described as an 
arcade game with strong adventure content, 
it is being programmed by Zippo, the team 
responsible for Cosmic Pirate. It features 
isometric graphics - you know, those 3D 
jobbies that graced Ultimate's speccy games 
in the early 80s. But fear not: Zippo's 
graphics will be 16-bit, 1990s style... 

• Activision is releasing Hot Rod, the 
conversion of the Sega coin-op. Apparently 
it'll feature up to 30 turbulent tracks where 
players will encounter the good British 
weather - snowdrifts, rain and ice. Not to 
mention deadly rock slides, slippery sand 
and cop cars on your tail. Both ST and 
Amiga versions will allow up to four players 
so you can have a real Hot Rod of a party 
with your friends. And the cost? £24.99. 

# And if there weren't just too many soccer 
games around already, there's the green 
baize version, Subbuteo, on its way from 
Goliath Games. And an impassioned plea 
from ZERO to software aficionados every¬ 
where: please, please don't tell anyone at 
US Gold that there's a World Cup on this 
year. Remember what happened last time? 


someone's PC-compatible to play 
all sorts of tricks on them. How 
about fixing it so that a Pacman- 
type character will pop up on 
screen and start 'eating' a 
document, word by word? Or the 
hilarious 'Hard disk formatted' 
message? Hi-Jinx is very keen to 
point out that all these wheezes 
are harmless - they're not 
viruses, they only affect the 
screen or keyboard, not data 
held, and they'll only last 10 
minutes before restoring 
normality to your PC. But it 
sounds like plenty of fun while it 
lasts. Available for £19.95 from 
Hi-Jinx on (0494) 735598. 


A maze your friends! Horrify 
your enemies! See 
colleagues' eyes pop out of 
their heads! With Joke ware from 
Hi-Jinx, you can 'ambush' 


news 


ZERO 
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i “X Out is not simply a game, more a multi-sensory 
I assault - the first of a ‘new wave’ in software 
development that not only restates the principles 
of games programming, but then transforms the 
expectations of the new generation of games 
players. Computer entertainment developed on the 
computer for the computer.” 


From the farthest reaches of outer space, they came to inhabit the depths of our oceans. 
From their savage assaults on a defenceless human race, grew a planets last desperate 
crusade - project Deep Star, the ultimate underwater war machine. Early encounters 
proved catastrophically ineffective, however a few kept faith, all the time improving 
Deep Star, the greatest collection of man’s technical wizardry, committed to the hands 
of a lone gladiator for one final attempt at halting the inevitable - the frantic death throes 
of a civilisation sinking into darkness. 

That gladiator’s battle cry ... take no prisoners, give no quarter, make no compromise. 

t Strategic underwater action. • Over SO simultaneous ‘on screen 9 objects. 
• 48 cotour graphics. • SO pics per second scrolling*. 

§ 8 levels each 160 screens, i 40 different aliens. 
t Multi graphics styles incl. lava, fire, crystal. 

0 “Buy and sell” over 25 multi functional extra weapons . 
i Free style configuring of weapons and satellites. 


CBM 64/128 & Amstrad CPC 
£9-90 tape, £141.99 disk 
Spectrum 

£8.99 tape, £12.99 disk 
Atari ST & Amiga*— £19.99 disk 


65 Sketty Close, Brackmills Business Park, Northampton NN4 OPL. 




















































(am I pseud or what) is either the 
egotistical title character Ramrod - who 
looks rather like Arnie Schwartzenegger 
with a pressure cooker on his head - or 
the much cuter but profoundly heavier 
Rambot. There are four levels, each 
featuring a coin-op game. In order to 
progress to the next level, Ram- 
whichever-you-chose must complete the 
coin-op game of that level. Before he 
even gets to play a coin-op, he needs to 


W hat with Switchblade, 

Super Cars and a whole 
host of other 16-bit 
goodies planned. Gremlin seems to 
be re-establishing itself as a high 
quality 16-bit software house. One 
game which doesn't look like doing 
any harm to its progress is the long 
awaited Ramrod, first mentioned 
around the time the Sinclair Spectrum 
was launched. Well, maybe that's a 
slight exaggeration, but we have 
been waiting for ages, that's for 
sure. Now, according to Gremlin, it's 
"Imminent. Any second now. No 
word of a lie, guv, no really we 
mean it". 


RAMROD UP RAMBOT 

Anyway, Gremlin is planning to kick off 
the new decade by bringing you "a 
totally new concept in Computer 
Entertainment; You have to entertain 
your computer". Now not being the type 
of people to stroll into a restaurant with 
our computers for a candlelit dinner 
before heading back to the pad for a 
quick Gold Blend, the idea of 

f 'entertaining' our 16-bit buddies had 
m us at ZERO a tad worried. 

Fortunately, this isn't quite what the 
V folk at Gremlin (Gremloids?) had in 
% mind. It actually involves getting 
m your orvscreen character to play 
JB the arcade games to be found 
dotted around the place and 
shoving CD's into Hi-Fi's, 
which happen to be built 
into various walls. 

Your on-screen persona 


locate some coins to op the ops, which 
are to be found scattered across the 
level. Getting the coins isn't a matter of 
strolling around in the Spring sunlight 
picking bluebells, as it were, because 
there are tons of meanies and other 
things to prevent you from penny 
pinching. 


A LOAD OF... SPHERES 

The major hazards are 'droids which 
generally protect a specific object. They 
follow certain paths and contact with 


Still suffering from 
Post-Christmas 
depression? Enjoying 
being back in 
school? The office? 

Prison? Nah, we 
didn't think so. Still, 
you could pass the 
time by checking out 
what's going to be 
gripping your 
gonads in the 
5^ coming months. 

Gameswise, 
J S that is. 


Check out Lo-Tec level, with all its 
'Victorian' style things, like, 
erm... cobbled paving and stuff. 
The bubbles are more of an incon¬ 
venience than a real pain in the 
bionic bottie. 


£ ◄ 









them will result in our hero being 
electrically fried. There are also loads of 
balls around the levels, each type having 
different qualities. Lead, steel and iron 
are the heaviest, and although they 
won't be damaged by a fall, they sink in 
water. Polished steel and chromium are 
similar, except that they reflect the 
various objects around them. There are 
also rubber balls, and glass balls which 
will break when dropped, but float on 
the water. Eh? 

BONUS NEWSPAPERS 

Shooting the various meanies 
sometimes results in a bonus-this 
usually boosts the effect of your resident 
missile. The 'Speed' bonus will make 

T Perched on the right is 'Ramrod'. 
Worrahunk, eh? And on his left is 
'Rambot', all-round regular blue 
metal guy, with a nice shiny, smooth, 
blemish-free complexion. That's what 
using Oxy GTX 10 does for you. 




Start here! The wee signposts 
indicate which level is accessed 
from which particular little lake. 
The character must jump into the 
middle of the lake to get into the 
tube which leads to the level. 
Pretty obvious really, innit? 


them faster, 'Bopper' will make the 
missile stronger, 'Gauntlet' kills any of 
the balls around you, whilst 'Guardian' 
let's you read a nicely designed and 
politically sound newspaper. Actually, 
that's a lie. It gives you a missile that 
buzzes round bashing everything which 
comes into your vicinity. 'Eight Way' 
allows you to fire in eight directions. In 
addition to this lot, there are also a 
number of special bonus missiles to 
collect. Phew! 

The four levels each have a theme, 
and are all pretty surreal. The first is the 
Hi-Tec level, with all the usual 
computery type stuff - for example, 
mirrored tiles and the famous computer 
generated juggler. Level two steps back 



in time to the era of the industrial 
revolution and is condescendingly entitled 
the Lo-Tec level. The third level, an 
appalling pun on the first two, is the Az- 
Tec, with tons of strange Peruvian stuff 
like sacrificial altars and the Temple of 
Quetzalcoati. There's also plenty of jungle 
with huge venus fly traps and the lines of 
Nazca. Anyone who reads those loony 
books by Erich Von Daniken will be 
familiar with them... After the terrible pun 
of the third level's title, Gremlin 
remorselessly decided to follow it up with 
another even more dodgy pun, naming 
the other level 'Fantas-Tec'. This is the 
one from which all the others are accessed 
and to which you must return once a level 
is completed. 

From what we've seen, it looks like 
Ramrod is going to be very impressive 
when it's finally released. Although 
superficially it looks like another Marble 
Madness rip-off, it promises to strike a 
good balance between the manic coin-ops 
and brain-blending puzzles on the various 
levels. It's been a long time in the 
programming, even longer in the planning 
and it should be coming to you very, very 
soon. 


WHAT'S WHAT 

TITLE 

Ramrod 

PUBLISHER 

Gremlin 

PRICE 

£19.99 

FORMAT 

ST/Amiga 

RELEASED 

March 



O We're on Az-Tec 

level. Our Hero goes 
hurtling down the 
slippery slope, while the 
dragon thingie at the 
bottom off the slope ffires 
bullets at him. The 
rotter! 

O Az-Tec level again, 
and Ramrod is being 
chased by a profoundly 
large ball. I'm sure the 
designer off this game 
has got serious problems 
that only a psychoanalyst 
off Freud's standing could 
sort out. 


© Checkmate! On the 
chess board - one off 
the earliest and difficult 
puzzes to solve. You 
have to cross the board, 
but stepping onto any 
square on which you can 
be taken will result in 
your instant demise. 
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HARD DRIVIN' 

Domark 
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o 
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TURBO OUTRUN 

US Gold 

OPERATION 

THUNDERBOLT/Ocean 

CHASE HQ 

Ocean 

UNTOUCHABLES 

Ocean 

GHOSTBUSTERS II 

Activision 

POWERDRIFT 

Activision 

MOONWALKER 

US Gold 

INTERPHASE 

ImageWorks 

FUTURE WARS 

Palace 



Strategy and flight sim meet 
head on in the apocalyptic 
industrial city of Terrapolis. 
As a 22nd Century law 
enforcement officer, you will 
have to explore over 1,100 
different locations, fly a 
DRAG ship across the arid 
desert and meet seven 
different species who you'd 
really rather not. And just 
think, Sherlock Holmes 
didn't even have to leave 
Baker Street. 

O Released by Ubi Soft in mid 
February on ST, price to be 



THUNDERSTRIKE 

Worried by the arrival of satellite TV and the 
rising violence in Little House On The Prairie ? 
Count yourself lucky, because 200 years in the 
future the whole Earth is controlled by TV 
networks and the defence industry. What has this 
resulted in? You've guessed it (well no, you 
probably haven't actually) - the military 
Olympics. As a spaceship-flying gladiator, you 
aim to make sufficent kills to be proclaimed 
Defender Of The Ground and thereby become a 
big hit with the girls, boys or bug-eyed monsters 
from Zeebrog I (depending which particular bag 
you're into). In deference to TV coverage, kills are 
replayed from a range of angles. All this and 
solid polyhedrons too... 

• Available from Logotron in May on ST, Amiga and PC, 
prices to be announced. 


ZERO 


TYPHOON THOMPSON 

Riding Along On The Crest Of A Wave 
will be the song on everyone's lips as 
Typhoon Thompson rushes round the 
ocean planet of Aguar attempting to 
rescue a tiny baby from the evil Sea 
Sprites. (All together now, 'Ahhhhh... 
bleuarghh'.) Controlling a one man jet 
sled, Thompson (Typhoo to his mates) 
must destroy a lot of Flyers who keep 
trying to push him off his sled. (Bullies!) 
Then he can turn his attentions to the 
Sea Sprites before they turn into a fish 
and hide out in a packet of cod steaks. 

• Available from Domark/Broderbund on ST, 
Amiga and PC in February, priced £19.99 for 
ST and Amiga, £24.99 for PC. 
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WINGS 
OF FURY 


Now you might have 
thought that something 
big and tough like an 
aircraft carrier could look 
after itself. Not so. The 
USS Wasp, poor little 
darling, needs mothering - 
so off you jolly well go in your Hellcat fighter bomber and keep the 
baddies away. You can fight under any of seven ranks, each posing 
a different level of difficulty. No matter what the level though, there 
will come a time when your plane resembles a collander and you 
find out why the Wasp is a better carrier than landing strip. 

• Available from Domark/Broderbund in February on ST, Amiga and PC, all at £19.99. 



DOMINION 

1990 may well turn out 
to be the year of the 
environmentally sound 
game. Dominion may 
be the first of the flood. 
It deals with an irate 
creator who must be 
convinced that the 
human race do not 
deserve extinction for 
the mess they've made 
of the earth. Too right. 

• Available from Interceptor 
in the Spring on Amiga and 
ST, price around £24.99. A 
PC version may follow. 



TUSKER 

Imagine being landed with a name like 
Tusker. Cheers dad, thanks for the great 
start in life. With a name like that the only 
career open to you really is finding the 
legendary Elephants' Graveyard. To do this 
you have to journey across, and do battle 
against, most of the African Continent. 
There'll be enough swamps, deserts and 
temples to make Indy's adventures seem 
like your average package holiday safari. 

• Out from System 3 at the end of January on the 
ST, priced £19.99, and the Amiga, £24.99. 


RESOLUTION 101 


Bounty hunting sure ain't what it used to be. It's no 
longer a job for faded Steve McQueen lookalikes 
with big hats and even bigger revolvers. In 
Resolution 707 you are equipped with lasers, 
rockets and even the odd napalm bomb. Destroy all 
the aliens and you might win your freedom. Then 
again, if you're crap, you might not. Life, eh? 
• Available from Logotron in April on ST, Amiga and PC, 
prices to be announced. 
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What is a poor 
lovesick dragon 
to do when the 
girl ot his 
dreams is 
tricked into 
marrying the 
evil master? 
Why, get 
together with 
his chum Targan 
and set off to 
rescue her of 
course. On the 
way he will 
have to find 
crystals and 
swords before 
destroying the 
four elements of 
Earth, Air, Fire 
and Water. 

Let's hope his 
'chick' hasn't 
joined the 
Green party in 
the meantime. 

O Out from Ubi 
Soft mid February 
on Amiga, price to 
be announced. 


ESCAPE FROM THE 
PLANET OF THE 



ROBOT MONSTERS 


CHART 


If you fancy escaping into a world of 
comics (that's comic as in Eagle and 
Beano not Smith And Jones) then 
Domark may have just the thing. This 
mission across Planet X to rescue 
enslaved humans from the evil Reptilons 
aims by its theme and graphics to 
capture the atmosphere of a comic book 
adventure. As well as solving problems 
like finding food, rescuing hostages and 
killing aliens you must also try to 
remember to switch on the escalator, a 
task that's likely to defeat certain 
employees of London Underground. 

• Available from Domark in March on ST, 
Amiga and PC. £19.99 for Amiga and ST, 
£24.99 for PC. 
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HARD DRIVIN' 

Domark 


TURBO OUTRUN 

US Gold 


CHASE HQ 

Ocean 


OPERATION 

THUNDERBOLT/Ocean 


BATMAN: THE MOVIE 

Ocean 


UNTOUCHABLES 

Ocean 


GHOSTBUSTERS II 

Activision 


POWERDRIFT 

Activision 


MOONWALKER 

US Gold 


FUTURE WARS 

Palace 
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STAR TREK V 

Mindscape 

Ml TANK PLATOON 

Microprose 

SIM CITY 

Infogrames 

THE DUEL - TEST DRIVE 
11/ Accolade 

CHESS MASTER 2100 

CDS 

INDY - GRAPHIC 
ADVENTURE/LucasFilm 

HAWAIIAN SCENERY 

DISK/SubLogic 

KING'S QUEST TRIPLE 
PACK/Sierra On Line 


© 


GHOSTBUSTERS II 

Activision 

MOONWALKER 

US Gold 


• Charts supplied by the Virgin Computer 
Games Shop, Virgin Megastore, Oxford 
Street, London. Tel: 01-361 1234 



CONQUEROR 

Just imagine it Dave Braben, 
author of Zarth (aka Virus) 
were to write a tank sim, using 
the same sort of viewpoint as 
the aforementioned games - 
wouldn't it be fab? Blimey!! He 
has! It's called Conqueror, and 
it looks like it could be, to use 
a phrase frequently found in a 
certain newspaper, a 'stunna'. 
• Out from Rainbow Arts in February 
at £19.99 on the ST, and £24.99 
on the Amiga. 




EAGLE'S RIDER 

Captain Steve Jordan of the 537th squadron of 
Chase Interceptors has obviously got something of a 
death wish. Having escaped from the Cyborgs and 
stolen one of their Eagle Interceptors into the 
bargain, he decides to set out to find and destroy 
the Cyborg mother planet. With only a ship-board 
computer for company, information and early 
morning cups of tea, Jordan must recruit allies, 
avoid Pirates and steer well clear of Black Holes 
and floating mines. Sounds a doddle. 

• Out from Infogrames at the end of January on ST and 
Amiga, priced £24.99. 




F-19 STEALTH FIGHTER 

Just when you thought that there were 
no more F words to use about flight 
sims, here comes another from 
Microprose. The Stealth Fighter is one of 
the USAF's most secret aircraft and is 
used on missions deemed too dangerous 
for other aircraft. It makes you wonder 
whether there any missions left for 
ordinary aircraft... You can view your 
successes or failures from inside the 
cockpit or from a range of other 
perspectives. This allows you to laugh 
uproariously as you see a plane burst 
into flames and hurtle to the ground and 
then say "Oooer, that's me!" 

• Out from Microprose this Spring on the 
ST and Amiga, price to be announced. 
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lumivv/nn n.iwwu- fv.uw>v« IDIM/V/UMmi IDLE VCnOIUI'1 APPLE VERSION 

Available for: IBM/Tandy/compatibles, Commodore C-64/128, Apple II series. Coming soon for Amiga and Macintosh. 


Journey into the past and explore the fascinating culture, the diverse personalities, ana tne 
of the ancient Orient. Recruited by Moebius the WiNDWALKER, you begin as a lowly fisherman, but soon 
rise to the heights of wisdom and mastery of the martial arts. Possessing the discipline of a leader and 
the spirit of an adventurer, you’ve dedicated your life to the pursuit of virtue. 


M I N D S C A P 


For further information on Mindscape products and your local Dealer, contact: 

Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 545/547. 
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ABOARD THE USS 
ENTERPRISE, 
STARDATE 226244 

S cott Captain - that video 
recorder seems far too 
valuable to give away. The 
Enterprise bank balance surely 
canna take the strain. 

Kirla You just keep those engines 
running at full power. Mister. Til 
worry about the prizes. 

Uhuru : Captain Kirk, I have the 
readings on the unchartered planet 
that you requested... 

Kirk: Very good. Your findings? 
Uhuru: Atmosphere is a breathable 
nitrogen/oxygen mixture, sir. I have 
a lifeforce reading too. Whatever 
lives down there is enormous. 

McCoy: I don't like it, Jim. 

Kirk: You don't like anything. 

Bones. Mr Spock, get a landing party 
together... we're going down. 

Spock: May I be allowed to make a 
suggestion Captain? 



BEAM 

DOWN 

THE 

PRIZES 

(It's A Star Trek Competition) 


party? If you've got any sense you'll be 
less than ecstatic. In fact you'll probably 
want to get out of going altogether (and 
who can blame you?). 

What we're going to do is give you six 
options. You can pick only one (by 
ticking the relevent box). We know 
which one we'd do, and if yours 
matches ours then you'll win: but there's 
a tie-break question to answer as well, 
though. When you've filled in the 
coupon, cut it out and send it to I Dinna 
Think The British Postal Service Can 
Get This Entry Moving Quickly 
Enough, Captain Compo, ZERO, 14 
Rathbone Place, London W1P IDE. 
Entries must reach us by February 28th. 


RULES 

• Employees of Dennis Publishing 
and Mindscape are not allowed to 
enter. Nor are Klingons. 

• Entries must be in by Stardate 
February 28th 1990. 

• The editor's decision is final 
(although he could be swayed by a 
crate of Space Whisky). 




SPONSORED BY 
MINDSCAPE, WHICH IS 
CELEBRATING THE RELEASE 
OF ITS RATHER FABBY 
STAR TREK COMPUTER 
GAME. 


Kirla Go ahead, Mr Spock. 

Spock: It might be wise to ensure 
that one member of the landing 
party is an unknown actor, who is 
wearing a different coloured 
uniform to the rest of us. That way, 
if anyone has to die (which is likely), 
this 'odd man out' can be the 
candidate - and we can all escape 
back to the ship. 

Kirk: Good idea Mr Spock. So that's 
arranged. The landing party will 
consist of me (the Captain), yourself 
(the chief science officer and 
second in command). Bones 
(the ship's only doctor). 

Yeoman Rand (the token 
female with a silly hairdo), Mr 
Scott (the chief engineer) and a 
complete stranger (wearing 
a different uniform to the 
rest of us). 

Scott My underpants canna 
take it Captain. 

Kirla To the transporter 
room then.... 


HOW TO WIN 


It's quite simple. Study the script 
above, because you're going to be 
playing one of the parts. Guess 
which one? No, not Lieutenant 
Uhura. You get to play the 
complete stranger (wearing a 
different uniform to everyone 
else). So how happy are you that 
you've been picked for the landing 


Name..... 

Address. 


Space Cede. 


Here's what I'd do faced 
with the Landing Party 
dilemma. 


□ Go sick with a 'sudden bout' 
of space flu. 

□ Creep into the transporter 
room and smash up the 
control console (after beaming 
any spare parts down to the 
planet surface). 

□ Switch shirts with Yeoman 
Rand in the hope that the alien 
will mistake her for the 
'dispensible landing party 
member'. 

□ Try to arrange a mutiny, 
convincing all the other 
'extras' on the Enterprise that 
they could just as easily find 
themselves being picked in the 
next episode. 

□ Appeal to Mr Scott, offering 
him a hefty bribe (of Space 
Whisky) if he can talk the 
Captain around. 


THE TIE BREAKER: 

Whal have Captain Kirk, 
Dr McCoy and Mr Scott 
all got in common? 


WHAT YOU CAN WIN 

A SEISHO VHS 4000 
VIDEO RECORDER 
(WORTH ABOUT £250) 

PLUS 

VIDEOS OF THE FIRST 
FOUR STAR TREK 
MOVIES (THAT'S 
ABOUT EIGHT SOLID 
HOURS OF VIEWING) 
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FREE! 


KENNY DALGLISH 



• FOOTBALL ARCADE ACTION AT ITS BEST! 

• BREATH TAKING GRAPHICS 

• REALISTIC OPPOSITION TACTICS 

• YOUR CHANCE TO WIN A DAY OUT AT ANFIELD! 

RENAISSANCE 

• 4 Arcade Classics you know you'll love! 

• Unique "Old and New" versions of each game! 

• Superb Playability 

• Multi-Player Action 

• Soundtrack by DAVID WHITTAKER 

SUPER LEAGUE SOCCER 



TACKLE YOUR WAY TO THE TOP IN THIS REVOLUTIONARY 
NEW FOOTBALL MANAGEMENT SIMULATION 

* control all your team in each match! 

* more player information than ever! 

* the most realistic soccer management game yet! 


T-SHIRT OFFER + HOLIDAY COMPETITION 

• IMPRESSIONS are giving away thousands of trendy T-shirts - see 
game for details 

* PLUS your chance to win a FREE holiday for 2 to Florida, USA!! 

SOFTWARE WITH Style 
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territory with little more than i 
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Ocean Software Limit* 
6 Central Street * Manchesl 
Telephone: 061 832 661 
Telex: 669977 OCEANS 
fig Fax*. 061 834 06! 
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f LETTERS' 


W 


F ooled you! This isn't that 

peculiar black shaped thingie at 
the back of the mag - none of 
that 7 my name's Ben Elton 7 alternative 
stuff here. In this, the 'proper 7 letters 
page we want some serious corre¬ 
spondence - piracy, feminism, RS232 
leads - you know the sort of thing. 
Well... maybe not quite that boring! 
Just send all your scribbles to Tim 'I'm 
sorry but I don't understand the joke 7 
Ponting and he'll try hard to be 
awfully serious. Just like this, in fact... 

WRONG AGAIN!! 

When I used to own a Speccy, I always 
purchased a mindnumbingly amazing 
magazine called Your Sinclair, a Dennis 
publication. I now have an Atari ST and 
decided to purchase a new mag called 
ZERO. I soon noticed something 
orgasmically obvious even to Nigel 
Lawson, this being the similarity between 
the Z mag's reviewing guys and 
publishers. Even the address is the same. 
Now either I'm a rather huge gerbil-eating 
Sunday Sport reading Nigel-Lawson-for- 
brains prat or do I presume you've started 
to run off another raving sexy mag almost 
as good as old Your Sinclair ? I do hope 
you keep up the incredible raunchy 
standard of the first issue. 

Tom West, Findham, Sussex 
PS What happened to my maps of 
Saboteur II and Cauldron I and II? 

Well Nigel Lawson is obviously not the 
complete prat he looks because a) he 
doesn't carry that stupid red handbag 
anymore and b) you're completely wrong! 
YS and ZERO are not related to each other 
in any way. It's just a pure coincidence 
that some of the reviewers have the same 
names, the same parents, the same 
addresses and even look slightly similar. 
As for the maps -do me a favour, you 
don't really think we hep cats at ZERO 
would run off with cheats for 8-bit games, 
do you? Ed. 

DOTTY OR WHAT? 

I have owned an Amiga for about a year 
and my first game was Interceptor. It's a 
fantastic flight and combat simulator and I 
agree with the review in this respect. 
However, the MIGs do not remain as dots 
on the horizon. 

Looking at the main picture, it seems to 
me that the reviewer was more interested 
in shooting up his own carrier than 
shooting down MIGs. Maybe that was the 
problem. I've had a MIG shoot past my 
plane with inches to spare during combat 
on many occasions. It seems to me that 


the suggestion that enemy planes will 
only be dots on the screen when this is 
not the case, does not do justice to 
Interceptor. 

If you print this, maybe you could 
make my prize a copy of Falcon, as I hear 
that this is even better than Interceptor... 
Only joking of course. 

Congratulations on an excellent 
magazine. 

Mike Lentell, Taunton, Somerset. 

I've been in touch with David, who claims 
he's never been attacked by a MIG in his 
life. Either he's been a bit of a wally or the 
enemy planes can't even be bothered to 
try and catch him. I have my own theory 
but it's best left unspoken... Ed. 

MIND YOUR LANGUAGE 

I bought your magazine because at £1.50 
including a disk, it seemed to be a bargain 
- I might just keep on buying. 

You may wonder why I say "might". 
Well, when I read through the magazine, 

I thought that as you'll have researched 
your potential market to ascertain who 
would be likely to read the magazine, 
today's living standards are really much 
higher than they used to be. I couldn't 
have afforded a 16-bit computer when I 
was four years old, which seems to be the 
age some of your writers are writing for. 
Then I changed my mind; some of the 
language isn't suitable for four year olds 
to be exposed to. 

Please remember you have a moral 
obligation to provide a reasonable 
standard of English in an intelligible 
manner rather than convince your 
younger readers that the idiom of boor is 
worthy of emulation. You do not need to 
be high brow, just use real words. 

I found one or two parts of the 
magazine amusing but I do think that you 
should draw the line between amusing 
and puerile. 

Please send me a medium sized T-shirt. 

C J McCarthy, Colton, N. Yorkshire. 

Even a two year old could pontificate at 
substantial length about the ridiculous 
notion that the idiom of boor could 
possibly be worthy of emulation. But for 
your information, we don't in fact cater for 
four year old readers: only fives and up. 
And you'd be amazed at the language 
they pick up watching Rainbow... Ed. 

ALIEN AVERAGES 

I'm writing to you about your totally 
amazing magazine, ZERO. 

I think this is the best 16-bit games 
magazine that I have ever read! It is full of 
useful information and great reviews on 
the lastest games. The way that 
everything is laid out is excellent. 

I have one criticism, you can't add up! 

I was taught at school that to find out the 
average, you add up all the totals and 
divide by the number of them. Now when 
I read the review of Steel on pages 42 and 


ON YER BIKE! 

I hear that a new 'cabinet type' of 
motorcycle arcade simulation is on 
the verge of being released. The 
manufacturers (Yamasuzuki) claim 
that it's "the most imaginably realistic 
motorcycle ever created" and state that it has 
full stereo sound, dedicated circuitry, hydraulic 
suspension and mega-real sound effects. 
Apparently, you don a crash helmet type piece 
of head-gear, clamber onto the realistically 
styled unit and speed off at a terrific rate of 
knots. Each scenario is cunningly different. 

I have been lucky enough to try one and the 
Sound FX are the best I've heard on any 
simulation. The scrolling is perfectly smooth 
and you get an uncanny sensation of actually 
being there. So much so, in fact, that I've just 
traversed a mini roundabout at 195 mph and 
landed some 300 yards further. The screen 
went black, then depicted a hospital emergency 
ward accompanied by surprisingly realistic 
autosuggestively induced pain. But get your 
hands on one soon; the police are withdrawing 
ail the machines and initiating criminal 
proceedings against Yamasusuki for supplying 
people with real motorcycles in the clever 
guise of arcade machines. What a winner! 
lain Clement, Shephall, Herts 

And I thought I had really crashed my beloved 
1966 Mini Cooper at 110 miles an hour into a 
brick wall, suffering two broken legs, a 
lacerated spleen and swollen tonsils. Pity the 
policeman who arrested me for dangerous 
driving didn't notice I was just playing a very 
realistic driving arcade sim. Ed. 

43 of Issue One, I looked at how good the 
Graphics, Sound, Addictiveness and 
Execution figures were on the Amiga 
compared to those on the ST, but I find 
that the Amiga version is only 2% better. 

Now if you add up all the attributes, you 
actually get a total of nearly 85% and not 
75% as you have stated. So could you 
please tell me how you did it - maybe an 
alien calculator? 

S A Wray, Reading, Berkshire. 

Sean and Macca may have certain 
characteristics you might politely describe 
as 'out of this world', but calling 'em 
aliens, well I don't know, really. The 
answer is simple: the final score is not 
supposed to be an average. It's a figure 
that represents how the reviewer felt the 
game fared as a whole. For example, in 
issue three, Sim City on Amiga received a 
paltry 40 for sound; but since this is of 
little relevance when considering the 
overall strength of the game, it ended up 
a ZERO HERO. Bet you feel a bit of a 
wombat now, eh? Ed. 


WRITE TO THE ED, 

ZERO, 1 4 RATHBONE PLACE, 
LONDON, W1P IDE. 

Star Letter winners j^** 8 **" 

receive a hit game! 

All letters win a ZERO badge. 
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THE BEST CONVERSION OF ANY 
BEAT 'EM UP EVER, YES EVER ! 
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CRITICS' CORNER 

Has anyone seen Tour Of Duty? It's an American TV drama about the 
Vietnam War which got off to a good start but within about two episodes 
had turned into a sort of cross between Platoon and Little House On The 
Prairie . Well, we thought it might be a good idea to get some future 
storyline ideas off our Critics' to sell to the production company. 

Duncan MacDonald: " Tour Of Duty? Never seen it. What side is it on?" LWT. 
"Oh. I get TVS. What's it all about then?" Well, basically it's about a particularly 
'crack' Vietnam platoon. They're all really hard. The leader bloke's the hardest (of 
course) but he's also an incredibly 'good bloke' and the men in his command 
keep learning 'lessons' from him. "What kind of lessons?" Lessons in, erm, being, 
er, really 'nice', even though they are in fact 'killing machines'. Everyone gets 
nicer every week. "So there isn't any violence then?" Oh, there's loads of it, but it's always 
squeezed in between the, er, 'nice' bits. 

Tim Renting: "Tour Of Duty? Yeah, I've seen that. Did you see the one a few 
weeks ago where the whole unit marched, against orders, through about 50 miles 
of treacherous booby-trapped jungle just to carry a tiny Vietnamese baby to its 
mother? And then the top Captain geezer flew in by helicopter and said 'Right. 

You disobeyed orders. Who's responsible?'. The bloke who instigated the whole 
thing stepped forward - but so did everybody else. I thought they were all going 
to start saying 'I'm Spartacus, I'm Spartacus' or something." The idea was for you to make a 
storyline up, not tell us one you've seen! "Oh. I can do that." You can't, you've no more room. 

Paul Lakln: "Yes, I've got a particularly good Tour Of Duty storyline for you." 
Go on then. "Okay. Um. They storm what they think is a Vietcong village. But by 
the time they realise there aren't any Vietcong troops there, it's too late - one of 
the old peasant women has been blinded by a burst of grenade shrapnel. The 
medic gets called in and says he can't save her sight as her corneas are too badly 
damaged, so the bloke who threw the grenade volunteers to have his corneas 
removed for a transplant operation. All the other troops then try to convince the medic to 
transplant theirs as well. In the end, the old woman ends up with two brand new working corneas 
and a little leather bag filled with 34 'spares'." 

Matt Bielby: "Ooh, they could do an animal one, couldn't they?" They 
probably have already, but go on - what's yours? "Well, they're all marching 
along when the sargeant notices a small bunny rabbit caught in a Vietcong 
booby-trap snare. They radio home base for a helicopter to come in and airlift the 
rabbit out as he suspects its leg is broken. The unit commander refuses. The men 
don't like this one little bit. Aiming their rifles at the tops of their thighs (and after 
a lot of music, with everyone looking searchingly at one another), they all fire in unison. Then the 
Sargeant radios base again with the message that in a surprise attack they've all been injured. So 
the rescue helicopter duly arrives and the rabbit is saved." 

Jonathan Davies: "But I haven't seen Tour Of Duty... " It doesn't matter, you 
must have got the idea by now - a tough fighting unit fully of incredibly nice 
people. "Um, yes. Okay, it's the birthday of one of the members of the platoon, 
but everyone pretends not to know. Suddenly, there's a surprise attack by a 
handful of Vietcong soldiers and the birthday boy gets captured. Then along 
comes an officer, who aims a gun at the chap's head. He pulls the trigger and, lo 
and behold, out of the barrel pops a flag, which unfurls to read 'Happy Birthday'. It's his Tour Of 
Duty chums and the whole thing has been a jape." 

David 'Macca' McCandless: "The company are 'dug in' in a clearing next to 
the bank of a river mouth when someone spots a fin sticking out of the water. 'It's 
a shark' cries the only Californian in the group and shoots. He then discovers he's 
shot a dolphin and breaks down in tears. However, the dolphin is only injured, 
and the rest of the program is about the bond which forms between the wounded 
aquatic mammal and the Californian. Before returning to the Ocean, she lets the 
Californian 'surf' on her back, accompanied by applause from the rest of the men. But suddenly 
there's a surprise attack by the Vietcong - and the dolphin is killed by a Vietnamese dum-dum 
bullet". Oh no, what happens next? "It's a two parter. You have to wait till next week to find out." 

Sean Kelly: "Let's have one with loads of children in it." No, Tim's one had a 
baby in it. Something else. "Right. Some animals then." Nope - Matt had a rabbit, 
so that's land animals out and Macca had a dolphin, so that's sea animals out too. 
Something else. "How about it's someone's birthday and everyone pretends they 
don't know, so..." Jonathan did that one. "Erm... okay. Tractors." Tractors? "Yes, 
tractors." Go on then. "Um, the sargeant finds a tractor in the middle of the 
jungle, but no-one can get it to start." And? "That's it." Nothing else happens then? "No. They 
can't start it, you see." Gosh, that would be an interesting episode. Well done. 






WHAT'S WHAT 

Still baffled by the great ZERO 
marking scheme? Stand by for 
another explanation and listen 
carefully because we'll be 
asking questions afterwards. 

Each game is 
marked (out of 
100) on four 
criteria: 

94 Graphics, 

« Sound, 

Addictiveness 

you can alter the outcome of the § JH and Execution 

war. A welcome addition to the | Uh , , . 

■ wo-w of flight simulators. | jr Tr The first three are 

fairly self- 

explanatory but what about Execution? 

Erm... Is it the number of people who died 
developing the program? No it isn't, 
actually. Basically it's about how the game 
plays. Does it have anything new, like multi¬ 
directional scrolling in place of the old 
familiar horizontal scrolling? If so, and if it 
works, then a game will score well here. 

if you can't be bothered with all that 
then just take a glance at the Overall 
Mark. Notan average, this just lets 
you know what the reviewer ^^3 

thought the game was like as a 
whole, taking into account the 
weather and the position of Saturn's jM 

third moon. Games scoring over 90 here 
get the coveted ZERO HERO award. 

The HASSLE FACTOR, marked out of 
10, is not unconnected to the Execution. Disk 
juggling, 8 hour loading times etc. mean hot 
tempers and high hassle factors. Each 
review also includes a WHAT'S WHAT 
box which basically tells you... erm... what's 
what regarding the game's release. 

Weil that seems to be about that, except 
a quick word about the categories. As well 
as the big reviews we've produced a page 
of^one line summaries in SHORTS And 
DEJA VU is the space reserved for new 
formats of games already reviewed on other 
machines THE PRICE IS RIGHT section 
contains the budget reviews. These only get 
an overall score 'cos... they're cheap. 

Now, just to check you were paying 
attention, please answer the following 
question... Who invented the underarm 
deodorant and when? 
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llFINEST HOUR 






A hot and balmy July 
^ afternoon over Kent in 
1940. A droning 
noise hums in the 
~ distance. What on 

earth is it? Oh. It's 
i0 Duncan MacDonald at 
^ the controls of a Heinkel 
111. He's getting to grips 
with LucasFilms' rather 
brilliant 'Battle of Britain 
simulator'. Their Finest 
Hour and he's doing jolly 
well. Oh - he's been shot 
in the eyes by a Spitfire... 

t ""’ ?•?* rmm 


WHAT'S WHAT 


I Their Finest Hour 


PUBLISHER 


PRICE 


LucasFilm 


! To be announced 


| ST/Amiga/PC 


March 


RELEASED 


S omething happened in 1940. 

Something rather important, in 
fact. We asked Mrs Mabel 
Poopdeck (65) of Plaistow for her 
recollections of that oh so crucial year in 
British history. Hello Mrs Poopdeck. So 
what can you remember? “Well, I was 
15 at the time, love". Yes? Can you think 
of anything else? “Urn. Eggs were 
scarce". Yes, yes, but can you think of 
anything more important than eggs 
being scarce? "Oh. Now you've got me, 
dear. Well, there was some sort of hoo- 
hah going on against the French or 
something". It was the Germans 
actually, Mrs Poopdeck. Surely you 
remember a lot of 'activity' in the skies? 
You know, fighter planes and bombers 
being shot down all over the shop? "No, 
dear. Sorry, I really can't help you. Mind 
you, the price of bread 
today. It's shocking, isn't 
it?". (Groan.) Yes, yes, it's 
terrible... goodbye Mrs P. 
"Cheerio dear." 

What Mrs Poopdeck had 
failed to notice was one of 
the greatest battles of the 
Second World War - and it 
was going on right above 
her head. It was, of course, 
the Battle of Britain. Not the most 
dramatic or decisive fight of the war - 
but one of the crucial turning points. The 
first nail in Hitler's coffin, so to speak. 

THEIR FINEST HOUR 

LucasFilms realised that a scenario such 
as this would make excellent computer 
fare. And who can blame them. 
Everybody wants to be a fighter pilot 
and there's no battle as 'romantic' as the 


▲ Blimey! There's a really weird car 
overtaking on the inside lane of the 
motorway, (it's an aeroplane 
actually and you're not on a 
motorway . Ed). 

Battle of Britain. Being a foot-soldier, 
stuck on the ground in a muddy quag 
with trench-foot and bad breath isn't half 
as glamorous. However, what makes 
Their Finest Hour all the more brilliant is 
that you're not limited to just playing a 
British pilot. Indeed no. You can have a 
crack at changing history by signing up 
with the Luftwaffe. You can wear a 
monacle and grow a silly moustache. 

You can bomb Kent and things. 

Overall, there are eight planes for you 
to choose from. For England we have, of 
course, the trusty old Spitfire - and the 
not quite so trusty old Hurricane. For 
Germany there are six on offer. The 
Messerschmitt 109 E and the 110 are the 
fighters. (And both, incidentally, go faster 
than the Hurricane.) As for bombers you 
can choose from the Junkers JU 87 
Stuka, the Dornier DO 17, the Junkers JU 
88 and the Heinkel HE 111 (the one with 
the big front gun position which, in war 
films, always ends up with the gunner 
getting shot in the eyes). 

THE MISSIONS 

When you click on the plane you'd like to 
fly, a host of missions pop up onscreen. 
Here are a few of the Stuka missions: 

1) Dive bomb the forward airfield at 
Lympne while under fire from the 
Spitfires of 54 squadron. 

2) Join the second wave of dive bombers 
attacking a convoy in the Thames 
Estuary. 

3) Knock out the Ventnor Chain Home 
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KLAUS WUNDERLICH - 
BOMBER PILOT 



I. wen, zar voss a nice inannei crossink. 
had time to tweak my moustache zo it goes 
all pointy at ze ends. Look - zere are Fritz 
und Heinz. Und zere is ze Kent coastline. Ze 
so-called 'Vite Cliffs of Dover' vill soon be 
even blacker zan zey are now. Ho, ho, ho. 
Vee haff plenty of bombs, you see. Vee vill 
bomb everything vee see, and vill be back in 
der Farderland in time for tea. 


A. wwu UIIU nimmei. von 15 ZOT X Z.ISS IS not 

(as you Englander dogs say) cricket. Vee 
veren't expecting for anythink to be shooting 
at us. Vott on earth can it be? It is not a tank, 
for tanks cannot in the air fly. Und it is for 
sure not a U-boat for it is not under ze water. 
It must in zat case be a Britisher aircraften... 
But vich of ze two types is it? Vee are, after 
all, not afraid of ze Hurricane. 




3. Donner und Blitzen. Ziss is very bad for 
us. Ze aeroplane iss not a Hurricane. It is a 
Spitfire. Curses. I vill haff to alert Fritz und 
Heinz - it is possible zat zey have not yet 
seen him (zey are not usually very 
observant, you see). I vill call zem on ze 
radio. "Hello, Fritz, Heinz? Zis is Klaus. I haff 
some bad news for you. Here it is... 
um, Spitfiren, Spitfiren, Spitfiren, Spitfiren. 
(Spitfiren!)" 


3. Oh veil, netter mind. I vill continue on my 
own, and drop some of my lovely bombs. 
Aha. Zere is somethink down zere. Houses - 
and a small road which appears to go 
nowhere. Maybe it is a Britisher take-off 
platform for ze Spitfires. I can think of no 
better place to be dropping my bombs on, 
ja? I shall inform Kurt, ze Bombadier. Kurt? 
Can you hear me down zere? Kurt? Kurt? 


7. "Bombs avay zen. Oh. I am afraid zey 
haff all missed their mark, Klaus, except for 
zat vun - he has almost landed on ze road, 
but not quite . / am sorry I missed, but my 
head voss all fuzzy because I had been 
sleepink for so long." "Do not vurry, Kurt. I 
vill tell strategic command zat you hit a 
house, fa?" "Zat is very good of you, Klaus. 
Thank you." "Do not mention it, Kurt." 



4. Oh. I didn't mean for zem to fly away like 
that. I vill get zem on ze radio again. "Fritz, 
Heinz, zis is Klaus. Where do you think you 
are goink?" Ah, Heinz is answering... 
"(Crackle) Hello, Klaus? Zis is Heinz 
(crackle). Vee are returning to ze 
Farderland. Vee don't care about ze 
Hurricane, but ze Spitfire is another jar of 
cabbage altogether. Goodbye Klaus, Gott be 
wiz you. (Crackle)." 



6. "... I am sorry Klaus. I voss asleep. Vot is 
it zat you vont?" "Vee are over a Britisher 
Spitfire take-off platform, Kurt. Zere are also 
some houses. We should drop some bombs, 
ja? "Zat iss a good idea, Klaus. How many 
do you vish me to use?" "Use zem all, Kurt, 
use zem all. And when ze little houses and 
ze road are destroyed, vee can turn around 
und catch back up mit Fritz und Heinz." 



0 . Himmel! Spitfires... Kurt, quickly, put on 
vun of ze two parachutes. I vill put on ze other 
vun." "But vot about ze gunners, Klaus? Zey 
vill be killed." "Ja, zat is so, Kurt, but gunners 
are always killed. Zey vont to be - it is why 
zey join ze Luftwaffe in ze first place." "But 
we vill be safe?" "Ja. We vill be looked after 
well by ze Englander pig-dogs. Und it is all 
thanks to ze Geneva Convention." 


Radar Station. Beware of the defending 
Spitfires. 

And here are a couple of the Spitfire 
missions: 

1) Small waves of HE Ills tightly 
escorted by BE 109s attack the Spitfire 
factory near Southampton. Stop them. 

2) Defend a channel convoy from Stuka 
dive bombing attacks. Numerous BE 
109s are supporting the Stukas. 

Overall there are 84 different missions 
to choose from (32 in the training mode 
and 52 in combat mode). And for 
something to really get your teeth into, 
there's the Campaign Missions option. 
From here you get to fly a large number 
of the missions consecutively - taking 
off from France, spending ages flying 
across the channel and then bombing 
Britain. (Or in Duncan's case , getting 
shot down. Ed.) Your successes and 
failures are totted up and given to you 
between each mission. You can actually 
lead Germany to Victory in an ME 109. 

Or you can balls up the English defence 
(in a Hurricane probably) and, in a 
different and unintended way, lead 
Germany to victory - again. (You clot.) 
Finally, just a quick mention that you 
can also build your own 'custom' 
missions. (If you ever get the time.) 



"Aha. An Englander pig-dog 'roast beef 
eating' swinehund"* 

‘German for "Look, a total bar steward". 


COCKPIT CAPERS 

Because there are eight different planes 
to take up, there are also eight different 
cockpit instrument panels to familiarise 
yourself with. Going up in a Dornier DO 
17 can be a bit daunting after you've 
spent a few days flying the Spitfire - all 
the dials are in a different blooming 
place for a start. In the Spitfire you can 
zoom about really fast and you've got a 
tight turning circle, so all you need is a 
gun on the front. The Dornier, on the 
other hand, is a slow and cumbersome 
toss-pot of a plane. No looping the loop 
and getting on somebody's tail here, by 
cracky. Instead press a button and go 
into gunner mode. There's a gunner on 
the top of the plane, one on the bottom, 
one either side and at the front. You 
have to cycle between them. It's exactly 
like it is in war films. There's the 
Bombadier's view as well (on the 
bombers only, of course), where you're 
looking out of the bomb hatch (you can 
see the ground). Press the bomb release 
button, and watch them drop - one, two, 
three, four. They fall away from the 
plane and explode on contact with the 
ground (which, if you're at high 
altitudes, means there's a nail biting wait 
to see if you've actually hit the target). 
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THEIR FINEST HOUR 



Blimey! The AA man's taking a long time to arrive, 


Srovrvd $tf« : 


Slot us- 


Damn Bosch! They always hog the swimming pool 


See the little yellow plane? Guess who's flying it? 
That's right, it's Norris McWhirter and he's about to 
turn left, head up the river Thames, and drop eight 
500 pounders onto the Isle Of Dogs. 


Ah! Some hardy peasants. I wonder if they're goodies or 
baddies? I'll shoot them anyway. 



At last. I've flown several F-16 
Falcons, an F-22 and an F-29 Retaliator, 
and now, finally, I've had the chance to 
take up a 'wizard crate'. Eight wizard 
crates, in fact. And you know 
something? Flying a wizard crate is just 
as much fun as flying a high speed jet- 
fighter. In fact in some ways it's better. 

The controls are 
basically dead 


HASSLE FACTOR: 1 

A fair bit of disk faffing 
and the security system 
is a bit annoying. But 
it's worth the trouble. 


simple. You've got 
a throttle and a 
control column 
(i.e. the joystick). 
And that's about 
it. No faffing 
around with afterburners or radar modes 
and things. You do have cockpit 
instrumentation of course, but just the 
very basics: a compass, an altimeter, an 
artificial horizon, a speedo and, er, a few 
other knobs and dials that I didn't really 


bother with that much, I just looked out 
of the windows. This is 'seat of the 
pants' flying - there's not a computer 
aided function in sight. (Obviously - this 
is 1940 you idiot. Ed.) 

The graphics in Their Finest Hour are 
superb: a combination of filled vectors 
and bitmaps - the ground and airstrips 
being vectors and all the aircraft and 
some of the ground detail bitmapped. 
This works really well and funnily 
enough actually gives more of an 
authentic 'old fashioned' feel to the 
proceedings. (I don't know if this was 
intentional: probably not.) When you hit 
a plane, you can follow it along, 
watching bits of smoke and debris 
coming out. Bomb a ship or an airstrip 
and you see a flash and a little brown (in 
VGA) mushroom cloud which develops 
and disappears. All the cockpit views are 
catered for (including look down), but 
the weird thing is that, in some of the 
planes, views from the side are as if 
seen from the front: i.e. you're looking 
out of the port window, but the interior 
cockpit graphics suggest that you're 
looking forward. This is more handy 
than it is annoying, though: it means 
you can observe your instruments at all 
times. The graphics (due probably to the 
mix of the two graphic styles) are ever 
so slightly jerky, but you can always 


pretend it's turbulence. 

Their Finest Hour is a very big, very 
absorbing and extremely 'pretty' game. 
You can land, take off, and do all the 
things you'd expect to. The depth of the 
missions means that you'll be coming 
back for more (and more, and more). 
Basically it's a 'great' buy for anyone, but 
if you're particularly into air warfare it's a 
'must' buy. (Even the manual's brilliant — 

I even took it to read on the loo.) Oh, and 
here's a footnote for CGA users. You're 
mad. But apart from that, don't worry. 
This game is good in all modes. 


THE VERDICT 


G 

S 

A 

E 

. 20 . 40 . 60 . 80 • 100 


A Battle of Britain game in which 
you can alter the outcome of the 
war. A welcome addition to the 
world of flight simulators. 



He hum. A dorsal gunner's life is a violent, painful and 
short one. Yaaaaarrrgghh! 


ZERO 



So I've been promoted from dorsal gunner to belly gunner. 
Absolutely bloody brilliant (I don't think). Ack ack ack. 
Yaaaaarrrggghhh! 















































































hiP;J 

© hut 0 bufther 1 

© church ©oaraoo 1 

© py* -'*'* ©stores I 

©cable car ©radio 1 

0 factory 0 house | 

©heat mine © police- I 

© warchouse 
© synthesis plant 
©headquarters 

0 mav assn* 

©settlement 
©multiple buttons 

BBQS^ 0 °v \ 

HES | R£tl£f | fliU. mSPj ?1S?U|| 


_ 



mmm 

Fools Mountain ■ 

iS3 

iijflf 

Sra$ 

fMRM 

©hut ©buoher 

©church ©fara?e 
©pylon ©stores 

©cable car ©radio 
©factory ©house 
©hootmine ©police 
© vareh ovse 
© synthesis plant 
©headquarters 
©magazine 

III 

Piffl 

©settlement 

Qniuitiple 



l&m 1 

w* W/r -/tw 








































THE STRATEGY GAME 



OF THE DECADE ARRIVES 


As a new Ice Age dawns in 
Rainbird’s gigantic new classic, 
strategy gaming also enters a 
new era. For Midwinter is a 
genuinely original concept that 
launches revolutionary 
techniques onto the home 
computer screen. 

The scenario is convincingly 
realistic as a new Ice Age grips 
the world. Together with a small 
group of pioneers you have 
colonized the Midwinter Isle, a 
160,000 square mile land mass 
now under threat from invaders 
intent on seizing your sanctuary. 

Compelling action and strategy 
take place across a spectacular 
3D fractal generated landscape 
with its stunning geographical 



accuracy. You control 32 
personalities, each with different 
qualities, skills and complex 
personal relationships. Enemy 
movements can be tracked, and 
battle plans made, using the 
incredibly detailed on-screen 
map. 

In your bid to defend the life¬ 
supporting heat mines, you can 
ski, hang-glide, travel by snow 
buggy or cable car, snipe and 
sabotage the enemy. There is 
no easy way to win, but the ' 
game’s unique depth and 
absorbing complexity will keep 
you trying until you do. 

The deep Midwinter is upon us. 
Be prepared for a long and 
exciting battle against its 
elements. 







































"So what are we 
going to do for a 
feature for this 
month, seeing as like 
it's a new decade 
and all that?" 
"Erm, dunno, how 
about a retrospective 
of the ten best photo- 
journalists of the 
eighties? Nah, forget 
it, none of us have 
been to Beirut. Not 
much to do with 
computers either." 



"Hang on, how about 
Computers of 
yesteryear?' That'll get 
them going." 
"Oh yeah, dead 
exciting that one." 
"How about an 
interview with my pet 
iguana? Or 'Dune's Big 
Red Dictionary of 
Science Fact'?" 
"You're joking aren't 
you? Absolutely 
no way." 

ZERO 


IG RED 
I0NARY 
CE FACT 

A is for Ant. You may think that a 
single ant has nothing to do with 
computers - and you'd be right. 
But take a look at a colony of ants - the 
way they spread out in forks, performing 
a myriad tasks in both series and 
parallel. Now that is pretty computerish 
- spookily so, in fact. A is also for 

Abacus, which is 
a manual 
'calculating 
device' 
thousands of 

years. It actually is the precursor to 
the modern computer, and was invented 
by ants. Bet even Norris McWhirter 
didn't know that. 

is for Buzzing Sound, which is 
what people with noisy disk 
drives get when loading games. 
But there's a way round this, known as 
the 'toilet paper' method. Unroll an 
Andrex four-pack, wrap the paper round 
and round the offending computer, and 
sellotape on the resulting 'soft but 
strong' soundproof ball. Works every 
time. 

C is for, erm, Computer. You 
couldn't get much more 
'computerish' than that really, 
could you? C is also for Cybernetics, 
which is the theoretical study of control 
processes (especially the flow of 
information) in electronic, 
mechanical and biological 
systems. The study of 4 V/’ 




cybernetics may one 
day lead to the 
creation of an 
artificial, but 
perfectly 
functioning, 
transplantable 
brain: which 
will be jolly 
good news to 
Ali from 
Eastenders. 

Oh, C is also for 
Cabbage. 



is for Dodgy Interfacing 

Cable.This is a piece of kit that's 
available from most computer 
retailers and is supposed to allow the 
connection of, for example, an ST to an 
Amiga. Except it isn't: nine out of ten 
people (who expressed a preference) 
said that their cable didn't work. 

E is for Electricity. Without this 
powerful form of energy, nearly 
every household appliance 
(including the computer) would have to 
be adapted so that it ran on butane gas. 
This isn't as ridiculous as it 
sounds, however, as Swedish 
designers have perfected a 
simple (but workable) butane 
computer system whereby 
binary 'heat' information is passed 
through a bi-metal plate using small 
bursts of flame. The subsequent 
expansion and contraction of the plate 
mechanically alters the size of the butane 
gas jet-nozzles, which produces a knock 
on effect. This 'flame spurter' (as the 
Swedes call it) has multiplied three by 
five. Mind you, the answer it gave was 
nine - so it wasn't actually 'successful', 
but then again it wasn't that far off. 

F is for 

Fergie. 

The 

Duchess of 
York to you. 

Nothing 
'computery' 
there, you'll 
notice - well 
done - but 
who could 
compile an 
alphabetical 
guide to any 
subject without including this most 
luscious and intelligent addition to the 
Royal Family. May God bless you, young 
Ma'am, and all who sail in you. 

G is for Gallium, without which we 
wouldn't have Gallium Arsenide, 
an invaluable compound that's a 
rather super conductor of electricity. 
Gallium is liquid at room temperature, 
but expands and solidifies when it gets 
blinking cold. (Just like water. Spook.) 
Here's something even more incredibly 
interesting about Gallium - it has an 
atomic number of 31, and can be found 
in coal. Wow! You'd better sit down. Oh, 
you are sitting down. 

is for Heat. 
This is a 
form of 

energy released as 
a by-product by all 
kinds of computer: 
although some do 
release more of it 
than others. A Psion 
Organiser gets ever 
so slightly warm if 
you accidentally 
leave it switched on 
for two weeks. The 
Cray II Supercomputer 
on the other hand will 

































produce so much heat that, were it not 
cooled by vast quantities of liquid 
nitrogen, it could supply all the central 
heating for a twenty storey office 
building throughout an arctic winter. 
(And would have enough warmth left 
over to defrost three fridges.) 

I is for Ibsen, Henrik Johan Ibsen. He 
was a Norwegian dramatist and 
poet who penned quite a few plays 
in his lifetime (1828 to 1906), most 
notably A Doll's House , Ghosts , Hedda 
Gabler and An 
Enemy Of The 
People. If only 
technology had 
got its act 
together a bit 
sooner, he 
could have 
written even 
more classics 
pieces. Why? 

Because he 
would have 
had a word 
processor, you 
great clot. 


L is for Lexicon, which is one way of 
describing a dictionary. There's no 
more logical way of producing a 
lexicon than to do it digitally, as access 
to words and definitions can be almost 
instantaneous. Moreover, the physical 
size of the stored information is (in 
comparison to a printed work) fractional. 
L is also for Llama. 

is for Mouse Mat. Very handy 
things really, and much better 
than a wooden table top. The 
best that you can get, 
however, has to be the 
ZERO mat, appearing 
soon in these pages. 
This isn't a bit of 
advertising, it's true - 
the ZERO mouse mat 
has a prettier design 
than any other and a 
singularly 'grippish' 
surface too. No more 
stray brush-strokes on 
your computer master¬ 
pieces. And no more 
accidental stalls while 
'playing' flight sims. 




DUNC'S PET IGUANA 
ON 


...THE COLD WAR 

"I like Gorbie. He's related to this 
Russian Salamander I know 

P is for Passion Killer, which the 
computer has really taken on 
board as one of its most efficient 
modes. In the bad old days, Passion 
Killing was definitely the female's 
perogative, in which she'd use such 
schemes as the 'unfinished book' or the 
'headache' (or, in exteme cases, 'rabies') 
to spurn any unwanted amorous 
advances. However, the male is now 
fighting back admirably with some 
tactics of his own, namely the 'I've just 
got to have another quick go on 
Retaliator- I just want to destroy the 
tanks' method. You can always rely on 
computers to even the score. 



J is for... oh dear. J's are always a 
bit of a stumbling block in A to 
Z's. Can you think of a J? Bet you 
can't. We've got Jet-Fighters (i.e. in¬ 
flight computer systems). Jumpers (i.e. 
computerised knitting machines), J- 
Cloths (i.e. you can clean your computer 
with them) and Jehova's Witnesses 
(i.e. erm, there's, um, er, ah yes - there's 
a computerised Bible thingy on the 
market). Not a very impressive selection, 
we know, but it's better than nothing. 

(No it isn't. Ed.) 

K is for Kelloggs, the 

manufacturers of all different 
kinds of tasty breakfast cereals. 
Their Cornflakes factory in Swindon has 
recently been 
revamped and 
computerised, 
after receiving 
complaints that 
the individual 
flakes were 
becoming too 
'standardised' (in 
other words 'all 
the same shape 
and size'). The 
tension and 
excitement of the 
'will the next 
cornflake be a 
whopper?' kind 
was going out of 
many people's 
breakfast times, 
and sales of the 
cereal were 
flagging. Now the 
newly installed 
Kelloggs 
Computer has 
made sure that 
each cornflake 
produced is of 
completely random 
dimensions. Wow. 



Tony Soper is a television ornithologist: 
he is one who studies birds. Tony Soper 
is also boring in the extreme, as are all 
ornithologists. (Oh, I don't know... what 
about Bill Oddie? Erm , on second 
thoughts perhaps you've got a point. 

Ed.) Ornithologists have found a clever 
use for computers though, and have 
written a special software package. 

(They would.) So when Tony Soper 
spots a bird in the television studio 
garden, he 
pops over to 
his keyboard 
and types in its 
description. 

The computer 
then asks a few 
really dull 
questions: 'Is 
the weather 
fine?', 'What is 
your exact 
geographical 
location?', 'Did 
it rain at all last 
week?', 'Have 
you ever seen 
one of these 
birds before?'. 
The computer is 
then able to tell 
Tony that the 
bird in question 
is a Lesser 
Spotted Nettle- 
grimraut. Tony 
is over the moon 
and turns to the 
camera to tell 
everybody else. 
But they are all asleep. 



Q is for Quantity Surveyors - you 

know-those people in suits 
who estimate the costs of 
materials and labour needed in the 
construction of a buildings and things. 
They use computers a lot, too. 

R is for Rub-a-dub-dub. This is a 
new 'parlour game' which is 
proving very popular with 


computer programmers. You don't need 



any props and the rules are quite simple. 
One programmer starts the game off by 
saying "Rub-a-dub-dub, my next 
computer program will be a...", and then 
another programmer has to come up 
with a word that rhymes with 'dub', after 
which everyone else will hoot with 
hysterical laughter. A typical game 
would run like this: 

"Rub-a-dub-dub, my next computer 
program will be a..." 

"...Giant bathtub." Ho ho ho ho ha hee. 
"Rub-a-dub-dub, my next computer 
program will be a..." 

"...McDonalds 
Chicken Pieces 
Tub." Ho ho ho 
ho ho. And so on. 
These computer 
programmers are 
a strange breed, 
we're afraid. 
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DUNC'S PET 
IGUANA ON... 

...MARGARET THATCHER 

"Well, erm... She hasn't done 
much to win over the reptilian 
voters, has she?" 



...THE POLL TAX 

"It's tough on parrots." 


...AND GREEN ISSUES 

"No - don't hold with it. ZERO'S 
much better on white paper." 


S is for Shoot'em up. It's the main 
genre for computer games in 
which, basically, you control (via 
your joystick) either a humanoid or a 
spacecraft. You will find yourself 
supplied with guns or bombs (or both), 
with which you can 'shoot' at things. 
Coming towards you will be a number of 
unfriendly humanoids or spaceships. 

„ 1 9 These are known as 'them' (or 
'em for short). So here we have 
f ?• the shoot 'em scenario. The 
JiL word 'up' is added to indicate that 
jpHJk, you won't dilly-dally or take any 
fC I hi JjV prisoners: and that you will 
■P vapourize anything at all that 
Hr moves (i.e. that you will shoot 
them 'up'). 


T is for Tiptoe. This is what short 
people have to stand on when 
reaching for computer magazines, 
due to the inclination of most news¬ 
agents to stack them near the top shelf - 
right next to all the pervy porno stuff. 
This 

position¬ 
ing can 
be very 
embarr¬ 
assing, 
espec¬ 
ially for 
those 
who re¬ 
semble 
(through 
no fault 
of their 
own) 

'dirty old 
men'. 

Some 

advance planning is required under 
these circumstances: scanning all of the 
available computer titles from a 
distance and deciding on those you 
wish to purchase, before homing in and 
snatching them from the shelf then 
moving deftly over to the counter. T is 
also for Tits. Coincidence or what. 



U is for Unhinged, which is a term 
that can be applied to people 
who play adventure games. 
Another word that would apply is 
Hippies, but we've used the H category 
up already. 






stuffy HAP 

a slight pjeosce* 

With hi* 
£Ym*lCHT...y 


V is for, um... Vis for Very Hard 
To Think Of A 'V' Category, 

actually. Especially when there's 
X, Y and Z coming around the corner. 
(Bloody cheat! Do a proper one. Ed) 

Well, V's for Vector Graphics, that's for 
sure. That'll have to do - V is for, erm, 
Vector Graphics. You know, those funny 
joined up lines that move around really 
fast and make everything look 3D. 

W is for Weapons. A lot of 

modern weapons 'find their 
mark' under computer 
control: cruise missiles, AMRAAM's etc. 
However, the actual 'triggering' of 
these weapons still relies on the 
pressing of an 
old fashioned 
button: but not^ 
for much longer? 

Tests have been 
under way for 
absolutely 
yonks, but the 
American Air 
Force boffins are 
confident that 
the 'thought 
impulse control' 
launching 
mechanism 
they've been 
working on will 
soon be in 
widespread use 
amongst fighter 
pilots. All the 
pilot needs to do 
is look at what 
he wants to 
shoot (the 
computer works 
out where he's 
looking at all times) and then he just has 
to think "fire" (the computer will pick up 
the electrical impulse and 'let one off'). 
This could be a bit dodgy, however, for 
some 'scatterbrained' fly-boys: "Oh no, 
I've just looked at Binky's kite... the 
computer will think that I want to blow it 
up. I mustn't think the word "fire". 
Whoops. Oh no, there goes an AIM 9-L, 
sorry Binky." 

X is... erm, X is the last letter in the 
word Hedex. Hedex is the brand 
name of a type of aspirin tablet, 
which can be taken to help alleviate the 
pain associated with headaches. Soon 
however, thanks to the results of some 
Belgian scientists' computer 
research, aspirins will no longer 
be needed to stave off a brain- 
ache - all that will be needed will 
be a drawing-pin. The scientist's 
research (based on the Meridian 
lines found in Acupuncture) led 
them to a point on the nape of 
the neck that, when pierced, 
instantaneously 
relieves stress. 

However, there's 
another point on 
the neck, right next 
to this 'Stress reliever', that causes 
severe paralysis or even death 
when pierced - so you have to be 
very careful. 


Y is for 

Artificial 
Intelligence. 

(No it isn't. Ed.) This 
is a subject that has \ 
been endlessly \ %§ 

discussed and 
written about by the 
greatest thinkers on the planet. They 
haven't got very far though, and about 
the most useful 'electronic brain' that's 
been produced as a result is a little 
motorised box that can negotiate a maze 
at the same speed as a laborotary rat, 
and 'answer' five or so questions 
before it starts 

repeating itself 
(and you realise 
that it hasn't 
actually got a 
clue about what 
it's talking about). 

is for Zend, which is a 
very ancient Persian 
language. There isn't 
anything remotely computery 
about Zend, but it's a very 
useful word to know if you 
happen to draw the 'Z' in a 
game of scrabble. Make sure, if 
you have the other letters, that 
you lay Zend with an obviously 
forced nonchalance. Someone 
will pick up on this and 
challenge you. You can then 
rattle off the true meaning of 
the word, prove it with a 
dictionary, pick up loads of 
Scrabble points (and Brownie 
points) 
and then 
laugh 
heartily 

as the 'challenger' 
forfeits his (or 
her) go. Z is also 
for Zoo, but 
nobody's going to 
challenge that. 

¥ is for ¥°oAj, which is the 

official currency of 5V3Q, a 
planet in the Crab Nebula. Eight 
¥°°Ajs, on earth, would buy you about 
two and a half Mars bars, if 
anyone knew what they were. As 
it is, most of them find their way 
into British Rail vending machines, 
which then break down. 
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WIN YOUR TOP TEN GAMES OF THE DECADE! 

ZERO OUT OF TEN 

Welcome to the ZERO readers' survey. Your chance to vote for the games you love, the 
games you hate and the games you wouldn't even wipe your nose with... 


W here did the bloomin' 
decade go? Seems like 
only yesterday that we 
were all in Youth Clubs crowded 
round the Space Invaders machine 
and listening to The Jam on the juke 
box. Now even a spotted lemur 
could write better programs than 
Space Invaders - and when did you 
last buy a Style Council record? 

To celebrate the fact that the 
eighties have disappeared in a puff 
of smoke ZERO will be presenting 
awards to software houses for the 
best 16 -bit games of the last 
decade. Or rather you will... 

PRIME BEEF 

Vote for the meatiest games of the 
decade, from the tenderest rump 
shoot 'em up to the most delicate 
adventure cutlet. 

1 • The FLIGHT SIM that steams up my 
flying goggles is: 


2 . The DRIVING GAME that puts jingles 
in my jump leads is: 


3 . Who needs to go and watch Chelsea 
on a cold Saturday when they can curl 
up with a SPORTS GAME like: 


4 . The ARCADE CONVERSION I'd most 
like to marry is: 


5 . Well I don't have a beard but the 
ADVENTURE GAME that I'd happily stop 
shaving for is: 


6 . Have I got muscles? Why even my 
shredded wheat have got muscles on 
them, so no one's gonna argue when I 
say that the best BEAT 'EM UP is: 


7. The SHOOT 'EM UP that gives me the 
biggest bang is: 


8 . Stuff the minor categories; the BEST 
GAME in the entire history of the 80's 
was: 

on ST. 

on PC. 

on Amiga. 


TURKEY ROAST 

Vote here for the games you'd like 
to tip into a bin with the last rancid 
remains of the Christmas dinner... 


9 . Hassle, who needs it? The game that 
MOST HASSLES my factor is: 


10. Well it's all a load of old hype isn't 
it. The BIGGEST DISAPPOINTMENT I 
ever slapped into me ol' 16-bitter was: 


AND NOW FOR SOMETHING 
COMPLETELY DIFFERENT 

Now let's have a quick chat about 
our favourite subject, ZERO. It's time 
for you to tell us what you want, 
where you want it and what you'll 
do with it when you've got it. 

1 • Would you like us to concentrate on: 

□ A few long reviews 

□ Lots of short reviews 

□ Pictures of Dune's pet Iguana 

2. Would you like to see more of the 
following in the magazine? 

□ Adventures 

□ Role playing games 

□ Competitions 

□ Consoles 

□ Music 

□ Readers' Wives 

3. Would you be willing to pay a little 
more for ZERO if there were more free 
offers? 

□ Yes, yes, yes 

□ No, no no 

□ It depends who's paying 

4 . Do you buy ZERO... 

□ Every month 

□ If you like what's on the cover 

□ After reading the list of reviews 

□ If the newsagent is out of VIZ 

5. Do you ever have problems getting 
hold of copies of ZERO? 

□ Yes 

□ No 

□ Sometimes 

If so please give brief details: 


6 . Are there any special features or new 
sections that you'd particularly like to 
see in future editions of ZERO? 


7 . How much money do you spend 
each month on games and accessories? 


8 . Did you upgrade from 8-bit or is your 
16-bit machine your first? 


□ Upgraded 


□ It's my first 


9 . Do you buy your products: 

□ On mail order 

□ Local authorised dealer 

1 0 . What influences your choice of 
software? 

□ Reviews in mags 

□ Reputation of software house 

□ Advertisements 

1 1. How many 16-bit magazines do you 
buy regularly? Please give details of 
which ones. 


12. Which is the best 16-bit computer 
mag in the Universe? 

□ ZERO 

□ ACE 

□ The One 

1 3 . Which non-computer magazines do 
you buy? 


Now you've had your say, tear 
along the dotted line, slap it in an 
envelope (the whole page, not just 
the dotted line, you dot) and send it 

to The Taxing Poll, ZERO 
Magazine, 14 Rathbone Place, 
London W1P IDE. 

'ANG ON A Ml NIT, 
WOT'S IN IT FOR ME? 

S o you can't be botheredto go 

through the palaver of answering 
a few simple questions? Lazy b... 
Just to keep you happy, we'll be giving 
away copies of all the games that win 
awards to the senders of the first five 
Taxing Polls drawn from the hat. Fill in 
your details below... 


Name. 

Address., 


Age...... 

Computer: □ ST 
□ PC 

Please tick appropriate box 


•Post Code., 


□ Amiga 

□ Console 
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THIS DISK WILL 
GIVE YOU 
HOURS OF 
FUN 


THIS DISK 
COULD GIVE 
YOU 6 MONTHS 
IN PRISON 


fi 

A 


If you Pirate Software you are 
a thief. Thieves will 
be prosecuted. 


THIS CAMPAIGN IS ORGANISED BY 



EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 


Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6756 



PIRACY 
IS THEFT * 





























SEAL 


This seal Officially 
Guarantees that 
CodeMasters has 
approved the quality 
of this product 


16-BIT 


THEACTIONSTARTSHERE 


CodeMasters, PO Box 6, Southan 
Warwickshire CV33 OSH 


YES! Now you 
can buy high quality 
16-Bit games for 
only £4.99 


GREAT GAMES NOW 
AVAILABLE ON 16 BIT 

CodeMasters has moved in to 16 Bit! 


Superb quality games especially designed for 16 Bit computers. 


■ TREASURE ISLAND DIZZY 

"DIZZY arrives on 16 Bit. Incredible 
playability, graphics and music - extra 
rooms. - New puzzles and characters - 

Brilliant!!" 

■ ADVANCED RUGBY SIMULATOR 
'The first real simulation of the world- 

famous game - it's all there ... 
conversions, touch backs, line outs, 
drop kicks, real tackling, scrum downs, 
throw-ins and all the rest! 


■ NITRO BOOST CHALLENGE 
Amazing playability! A brilliant 
simulation. Featuring fantastic desert 
car chases - power speed boat racing 
- frantic forest rallying and NITRO 
BOOST Grand Canyon jumping! 

■ PRO SKI SIMULATOR 

"A very sophisticated simulation 
indeed - realistic ski jumps and 
competitive two-player action - all 
enhanced with breathtaking graphics 
and excellent sampled sound effects." 


ATARI ST 
AMIGA 
IBM PC 





















a What's the betting that one of those 
tunnels leads to 'the Big &' (i.e. death)? 




▼ Blimey, there's a tall thin grey thing 
with, urn, things coming out o# It... 


T Blinkin' Nora, that blue 
bloke's certainly letting 'rip 


▼ That giant Bl-tip doesn't scare me! 


▼ Oh. Um, actually, yes it does, 


Very few people know that 
Duncan MacDonald used to 
be a cartoon character. Yep, 
initial plans to release Who 
Framed Duncan Disorderly? 
were only shelved after Bob 
Hoskins refused to work 
alongside a 'toon with a 
drink problem. So when Don 
Bluth's Space Ace arrived, he 
just jumped at the chance to 
clear his blotto, um, sorry 
blotted copybook • •• 


emember Dragon's Lair? Actually, 

* that was a rhetorical question, so 
Leven if you answered "Yes, 
indeed I do remember it. I remember it 
as well as I remember this morning", 
we're going to explain what it was all 
about anyway. Sorry, but there are some 
people out there who won't have seen it 
and they might want to know why we're 
mentioning it. Anyway, you can always 
skip the next paragraph, so we don't 
really know what the problem is. (Just 
get on with it. Ed.) 

Dragon's Lair was a hit in the arcades 
absolutely donkey's years ago. We're 
talking the early '80s here. But no, the 
graphics weren't akin to Galaxians or 
Space Invaders or Asteroids. In fact, they 
were actually 'something else'. What 
stared out of monitor screens around 
the country were cartoon graphics of a 
televisual quality. Like He-Man And The 


A A little trick I picked up 
from Johnny Weismuller. 


▼ Crikey. Loads of molten larva. Maybe 
I'm meant to shoot it with my gun. 




























Masters Of The Universe. (Not that we're 
saying He Man is an incredible work of 
animation genius but if you imagine it as 
a computer game you'll have to concur 
that, yes, it would be rather impressive.) 
This feat was brought about by the very 
latest (then) laser disk technology and as 
you can imagine, the stand-up cabinets 
were in constant use. 


Space Ace was the 'not quite so splash 
making' sequel to Dragon's Lair, itself 
appearing quite a long time ago. But 
now, thanks to the miracle of modern 
technology, here it is scrunged up into 
four disk loads - ready to splurge its way 
I onto your very own television screen. 

Space Ace, basically, is an animated 
action cartoon adventure. Evil 
Commander Borf is attacking earth. With 
the aid of his dreaded weapon, the 



Infanto Ray, he intends to transform the 
entire population of the planet into 
infants and then take control. Only two 
people have the strength and courage to 
stop him: Mike Smith and Noel 
Edmunds. Oh, hang on, that's not right - 
actually these people are 'the heroic 
Space Ace' and 'the beautiful Kimberly'. 
But as they approach Borf's stronghold, 
Ace is hit by the ray, changing him into a 
weakling - and to add insult to injury, 
Kimberly gets herself kidnapped by the 
evil fiend. Hmmm, maybe Ace and 
Kimberly weren't quite so clever after all. 
Anyway, in the time-honoured sexist 
tradition, Space Ace has to rescue Kim 
from the blue baddie. (She won't mind if 
we call her Kim, surely?) There's one 
little problem though. Remember that 
Ace was hit by the ray? Yeah? Well, that 
means that he changes between a hulky 
bicep-wibbling he-man and a wimpy 
alter-ego called Dexter at various stages 
throughout the game. 

CONTROL EXPERIMENT 

What you have to realise is that you 
haven't got total control over the 
character you play. Basically, the game 
is 40 or so 'animated cartoon film clips' 
in which the action is orchestrated. You 
watch the on-screen action and 
occasionally get a chance to click the 
joystick in the direction you think Space 
Ace should go next. For instance, here's 
the first scene playing itself out without 
touching the stick at all. 

"Ace is standing on a rocky outcrop. 
Borf appears on an anti-gravity platform. 


He fires his laser first to the left, then to 
the right and then directly at our hero, 
who is frazzled." 

The trick is to tap the joystick to the 
right while Borf is firing to the sides. 
When the graphics routine reaches the 
point where the laser bolt would have 
been shot at our hero, the computer 
'remembers' that the joystick has been 
moved in the correct direction and 
continues the sequence, with Ace 
jumping out of the way of the blast. 
Another joystick tap (to the left this time) 
will jump Ace to the left, and then a 
downward click will have him jumping 
to the side and ducking behind a rock. 
You have now completed the first level. 
And it's instantaneously onto the next. 

Have a gander at the screens. Each 
one is actually a 'level', with some 
absolutely fantastic animation going on 
- although you won't be able to see that, 
obviously. Oh, and the sound is as good 
as the visuals. Loads of samples and 
loads of music. 



WHAT'S WHAT 

TITLE 

Space Ace 

PUBLISHER 

Empire/ReadySoft 

PRICE 

£44.95 

FORMAT 

ST/Amiga/PC 

RELEASED 

Amiga: Out now 

ST: February 

PC: March 




▼ Dunno what those boots were 
made lor - but I bet (t wasn't 
Just lor walking. 



























review 


SPACE ACE 



Two funny thingies doing something funny. 


'Look, I'm not saving you until you explain why 
rou're not wearing the 'Madame Pervo' leather 
rnickers I bought you for Christmas." 


Look! A hat on a stick! 


Look! Two hats on a stick! 


nm* 







Dune: This is a 
funny old game, 
to be sure. In fact, 
it's not really a 
'game' at all. Well, 
at least not in the 
sense that we're 
all used to. In fact 
it's more of a 
showcase for 
some outstanding graphics, animation 
and sound - with a bit of gameplay sort 
of 'sellotaped' onto the side. So, the best 
thing for me to do is separate the game 
from the graphics and sound and review 
them independently. Here goes. 

The graphics. Absolutely outstanding. 
They really are. Just looking at the stills 
(as you are) you might think they're 
rather nice static title scenes. But oh no, 
they move alright. Just like a cartoon on 
thetelly. Everyone who walked 
into the office while Space Ace 
was being played went boggle 
eyed. At one point there was 
actually a crowd around the 
monitor (well, about five 
members of staff and a 
motorcycle courier who 
thought we were watching 

Thundercats.) All the scenes _ 

are dramatically different and 
come at you fast in bursts of about 10 
seconds or so - once you've actually 
learnt how to play the game, that is. In 
fact, the graphics are more or less your 
only reward for persevering, but I'll get 
to that in a minute. The sounds that 
accompany the pictures are also rather 
skill. Samples ahoy, and loads of music. 
Again, it's like watching (i.e. listening) to 
a cartoon on the telly. And that's really 
the only way to describe it. 

The gameplay. Um, oh dear. I knew I'd 
get to this eventually. Erm, basically, you 
have to move the joystick either up, left, 
right or down at certain key moments 
and then watch to see if your timing and 
direction were right. If they weren't, you 
lose a life (from the initial three) and go 
back to the start of the game. 

Each level has about three joystick 
moves to it in order to continue. Three 
simple moves might sound like a piece 
of cake, but believe me, you really have 
to do a lot of 'trial and error' runs to find 
out exactly when they're required and 
which way you should push the stick. It 
would be quicker and easier if the 
computer asked you to guess a random 
number between one and a hundred - 
only allowing progress when you'd 
guessed correctly three times in a row. 
Well, maybe that's a bit of an 
exaggeration, but you know what I 
mean. You really don't have enough 


HASSLE 
FACTOR: 2 

You have 
absolutely no 
control over 
your bodily 
functions! 


control which I suppose is the whole 
point - but if something doesn't work, it 
doesn't work. To be frank, your only 
reward for persevering is to see how 
awsome the graphics are going to 
become on later levels. 

Unfortunately you already know: the 

_ standard is set from the word 

go in this game. Having 
slagged the gameplay off, I 
will add a little 'but' and it's 
this: I have had the merest 
little niggling urge to go and 
load Space Ace up again. 
Only a tiny urge, it must be 
said, but it's there. Hmm. 

Basically my advice would 
go like this. If you're totally 
loaded, and I mean absolutely rolling in 
cash, then it's worth buying so you can 
learn a few levels and show people just 
what a home computer is capable of 
graphically. You might even get to like 
the game itself. 

However, if you're 
an extremely skint 
sort of person, then 
don't expect to get 
good value in the 
lastability stakes. 

This game is brill¬ 
iant, but it's also a 
little bit crap. 


THE VERDICT 


GRAPHICS 


G 
S 

AEHi» 

e msm 

• 20 . 40 . 60 


Brilliant graphics. Great sound. An 
interactive animated cartoon. 
Unfortunately you can't interact 
enough, which turns the gameplay 
into a bit of a turkey. 
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HAVE YOU THE RIGHT STUFF TO BE A FULL METAL PILOT ? 


F i 


ULL METAL PLANETE. 
8:54 am. You will have to 
prove that you are the 
Cobra Steel Company’s best 
pilot... 

Your mission : land your spa¬ 
ceship, get a maximum load of 


The ultimate flood. Though a turret is destro¬ 
yed, this space-ship of the TATOU Consor¬ 
tium manages to lift off. 


spaceship bursting with ore. 
Under your command a whole 
steel armada : barges, attack 
boats, tanks (amongst them 
the famous T99 known as the 
“Big Heap”), transporter crabs 
and the unique “Weather 
Hen”. This extraordinary 
machine, the technological 
pride and joy of Ludodelirium 
Motors & Co., is able to trans¬ 
form the ore into material. Not 


In a previous campaign, this attack boat got 
stranded on a reef; now is it abandoned: “The 
ore goes first!” 

ore, disintegrate or get hold of 
the precious equipment of the 
rival companies and, if 
possible, capture their own 


get stuck or your tanks flooded 
in the next turn! 


Isolated by the high tide, with its defenders 
neutralized, the “Delirium galaxy” may be 
your next victim. 

only that, it also foresses the 
changing tides. On Full Metal 
Planete ignoring the rising tide 
means foolhardiness. How 
easily your attack boats could 


Free game piece enclosed! 

It is imperative that you lift off 
before the Big Flood, announ¬ 
ced for the 25th turn... Ground 
contact in 50 seconds. Wel¬ 
come on Full Metal Planete! 
Action, fights, stategy and 
diplomacy in a fantastic Sci-Fi 
world where up to 4 players 
(humans and robots) affront 
each other in a thrilling compe¬ 
tition. 

The computer plays not only 
the part of e referee but also 


The FULL METAL PLANETE’S pack mule is 
the barge which can transport ore and vehi¬ 
cles. 

offers you adversaries who 
are always available : 6 robot- 
players each having their own 
character, but they are all pro¬ 
grammed for a sole aim : beat¬ 
ing you! 

Furthermore this game con¬ 
tains a graphic tool to create 
your company’s blazon and 
strategical problems for you to 
solve in order to get trained. A 
superb adaptation of the board 
game in the style of the games 
created by the Cobra Soft 
team : Bertrand Brocard and 
Roland Morla. 


A situation overview appears on the radar 
screen. Beware of threatening “Black Star”! 
What about an alliance ? 

Available on ATARI ST & STE - AMIGA - PC COMPATIBLES 


Stuck in the mud! This venturesome crab has 
been surprised by the flood and can only 
hope for the next low tide. 



































The Beastie Boys are back! 
Well, one of them is anyway. 
Martin Edmonson put together 
the stunning graphics which 
made Shadow Of The Beast 
such a gobsmacking sensation. 
Since finishing Beast, he's been 
working with Cormac Batstone 
to produce the definitive space 
shoot 'em up. Sean Kelly 
braved British Rail coffee and 
BLTs (gasp!) to check it out in 
Liverpool • •• 





% % 


% % 


TOOLING UP 

This rather fetching D Paint III screen shows all the 
weapons you can get your hands on, designed in the style 
of those 'dress Sandy in her tennis gear by cutting round 
the dotted lines' type jobbies that you used to find on the 
back of your sister's copies of Bunty. Check out every weapon 
combination by blowing this page up on a photocopier and cutting 
all the bits out, assembling them as you wish. Hours of fun without 
even buying the game! 

As you can see, there's a fair amount of weaponry to be had, 
but rather than just piling it on a la Xenon II, some thought has to 
go into what you spend your hard earned cash on. (It's stolen 
actually . Ed.) Firstly a sort of scaffolding onto which your weapons 
have to be bolted must be bought. 

There's all the usuals - a rock masher to ram things, mortars, 
smart bombs and lasers - but there are also some unusual ones 
thrown in. Take the flame throwers, for example - pretty useful 
against anything organic, but no use in the middle of an asteroid 
shower. The mining laser would be handy though, 'cause it 
changes asteroids to crystals which can be collected and sold later. 
Then there's the guns. Once you've bought the original model, new 
firing angles can be added whenever your budget will cover it. 
There's also one weapon which allows you to drain the energy 
from other ships' when yours is getting a bit too low. 

Of course, the decision over what weapon to use isn't made any 
easier by the fact that only one can be used at any time and that 
the price for the same weapon can vary enormously from planet to 
planet. So all you have to work out is what weapon will be best for 
dealing with the various hazards between any two planets, when 
it's best to buy it and what to do if you can't afford it. Easy, eh? 
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AWESOME 


under wraps 



don't need to tell you all about Shadow Of The Beast . Its 
fantastic graphics, the amazed gasps of a 1000 
envious Speccy owners, the questions in the House of 
I Commons, and the stories of people buying Amigas just so 
that they could play it. On the graphics front, there's no 
doubt that it was revolutionary... (blah blah), pushed back 
the barriers... (waffle waffle), totally unique etc, etc. We 
won't bother mentioning the playability though. Or shall we? Oh go on 
then, if you insist we will. 

It wasn't exactly a massively playable game, was it? Annoying little 
problems prevailed throughout and often it was more fun watching 
someone else play than 'doing it yourself'. So Martin and Cormac decided 
that the next project after Beast was going to have both stunning graphics 
and oodles of gameplay. The fruit of their six months' hard labour is due out 
this spring; so Martin, what's it going to be called? "We haven't thought of 
a name yet. It will probably be called AWESOME ." Oh. 


THE PLOT 


rm... what's the plot then? "We 
haven't thought of a plot yet." 
Hmmm... Let's hope that all their 
imagination has been occupied putting a 
totally breathtaking game together... 


THE AIM 


he game is set in a solar system 
with eight planets. You start on the 
centre planet and the idea is that 
you have to get out of the solar system 
for whatever reason - they haven't 
decided yet. Quelle surprise. The 
escaping is done by hopping from one 
planet to another as they come close to 
each other. The planets orbit round a 
sun in the normal way and so you have 
to judge your skipping from one planet 
to the next very carefully, as you only 
have limited fuel. Cripes! 


PLANET SUITE 


hoosing when to jump from one 
planet to another is made easier 
by a computer simulation of the 
orbital speeds of the eight planets which 


can be controlled by the joystick to move 
backwards and forwards through time. 
The idea is to spend as little time as 
possible on each planet, as the longer 
you stay, the less money you'll have to 
spend on weaponry. But why should a 
peaceful trader like yourself need 
weaponry? One, because you're not 
actually that peaceful really and two, 
because there are tons of hazards to be 
encountered on the interplanetary 
journeys. The various hazards are 
presented as five different game 
sequences between any two planets, 
increasing in difficulty as you approach 
the outermost planet. Not all of them 
have been decided on yet; but just for 
you, here are the ones which have been... 


THE MALTESERS 


e decided to include puzzles 
to solve as well as the 
monsters which attack you 
and what you'll have to do here", 
explains Martin, "is manoeuvre into the 
gap in the ring, shoot out the arc, and k 
in the centre you'll find a control 
module which blows up. Out of that 
appears a new weapon, which you 


THE DESIGNER 

Martin 
Edmonson 

began his 
software 
career back in 
the good old 
days when the 
Beeb was a 
pretty hip 
machine. "Two 
Beeb games, Ravenskul and 
Codename Droid, on which I did 
half the programming, were 
released by Superior Software. 
The next game I was involved 
with was Balistix on the ST and 
Amiga - primarily on the 
graphics side of things. Then I 
did the graphics on Shadow Of 
The Beast, which was the first 
Amiga originated product I 
worked on. AWESOME is my 



next one obviously." 

So did Martin just do the 
design on AWESOME? "No, it's 
not as clear cut as that. In 
addition to the graphics, there's 
also the game's design, which 
was a joint effort." Martin 
went on to explain what he 
had aimed for with AWESOME . 
"We wanted to make sure that 
the game was made up of 
totally different sections. I 
wanted it to feel like several 
different games: so it's got 
elements of Space Harrier, 
other space shoot 'em ups and 
in this next section. Gauntlet - 
so you won't get bored of it." 

Any plans beyond 
AWESOME? "Well, there's 
Shadow Of The Beast II, which 
is still in its very early stages, 
so that won't be along for quite 
a while yet." 

I'm sure I can wait. After all. 
I'll probably be playing this 
little space epic until Beast II 
comes along. 



Manoeuvering the ship through a malteser shower. Actually this is a lie, as 
they all revolve around the centre giving the impression of a rather good space 
station. Probably the intention, methinks. 
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Your ship. Blast and double blast! In tact, pack in as many 
1 blasts as possible, because keeping a ship that size out of 
trouble is nigh on impossible with so much bedlam going on 
around you. 

Beep beep! The radar, which displays all of the objects around 
^ your ship - presumably so that you can distinguish between 
what should be shot and what shouldn't. Pretty pointless, really, 
as after a few seconds of play you realise the best policy is to . 
shoot everything in sight. The radar is colour coded for simplicity 
and also, methinks, to make the screen a bit prettier. 

Looks like you've got a lot more objects to destroy before you 
can progress to the next section. Nothing too much for a space 
cadet of your standing. Get blasting! 

This is the number of energy units you have left before you're 
^ relegated to a life of floating about the Cosmos, doing 
nothing but, erm... floating. You could always attempt to count the 
stars, I suppose, but it's best not to run out in the first place, 
really. 

Presumably, even those spaceys with mega-adept trigger 
5 fingers find a little trouble counting. So, for the inept among 
you, here's your remaining energy presented as a sliding scale. 

The score, which is obvious really, so I don't know who's the 
° daftest. Me for writing this or you for reading it! 

Everything not mentioned above. The enemy. Shoot it! Blast 
7 it! Show it no mercy! 

It's a tiny bit like that old 
chestnut Asteroids , except in 
,t*f ?'f. one vital aspect - the scenery 

g rotates around the ship, 

v rather than the other way round. 

g This caused one of the biggest 

4 #7 headaches for the programmers, as 

r all of the enemy ships, rocks, 

i ' ** yr r* 7^ bullets and so on had to be drawn 

" 32 times to cover all of the possible 

| positions that they might appear in. 

*' * A certain number of objects, ships 

v or rocks must be blasted before 

v progression onto the next section. 

v Once each section is completed, 

- .. r you'll be presented with a status 

^ screen, giving details of money, 

11 * •— energy, when Neighbours can be 

picked up on channel 44395876, 
and other such useful information. 


► then pick up before flying away 
with it." I decide not to mention 
that Martin's just given the puzzle 
away, and quickly change the 
subject so he doesn't notice either. Are 
all the space stations going to look like 
maltesers? 

"Well that's just one example; each 
level will have different things in it, so 
there's not such a thing as a standard 
space station." 


COPS IN ORBIT 


hey're police ships," said Martin, 
helpfully pointing to the police 
ships, "protecting a tanker, which 
has a special weapon, or money 
secreted, which you get by blowing the 
ship up. But as soon as you hit any ship 
or the tanker, all of the police ships 
attack you: so you've either got to be 
quick about it or have some pretty 
powerful weaponry." 

In addition to these sections, there 
are also other sinister plans. "We want 
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Blast those police guards to 
smithereens in order to get to the 
precious cargo they are escorting. 
Looks like a few barrels of 
Castlemaine Four Kisses. (Not that a 
self-respecting space cadet would 
know what to do with them • Ed.) 

to have an asteroid storm and more 
puzzles like the space station thingy, 
where you have to use the old grey 
matter, so there's an incentive to go on." 


DRAGON BASHING 


s if all this lot wasn't enough, 
before you can land on any 
planet, a giant dragon must be 
taken on and defeated. Your ship flips 
through 90 degrees and flies into the 
screen much in the style of Space 
Harrier. The dragon loops in and out of 
the screen faster than a bullet train and 
is superbly designed and drawn. 

"Believe it or not, this bit was fairly 
easy to program compared with some of 
the other sections, but it was the one 
section which really drew the crowds 
when we showed a demo at the PC 
Show", says Cormac. Each planet gets 
harder and harder of course, some 
having a whole wave of giant dragon 
heads as well as the main dragon. All 
the dragons and heads must be killed 
before the player can advance. 
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AWESOME 


under wraps 



The rather impressive dragon launches some rather impressive bombs at you. 
which tend to hit home rather often, as you sit there, gob agape, saying "gosh, 
mat's rather impressive". ’ 


THE IMPRESSIVE BLIT 


nee the dragon has been blown 
up into little piles of space dust, 
the game changes once again 
and your ship zooms down to the surface 
of the planet. Alright, so it doesn't look 
much like a planet surface, but who 
cares? This is a fairly short section which 
involves flying round until you locate a 
key, a landing strip for your craft and the 
entrance to the silo. It really does look 
incredibly impressive and smooth and 
will doubtless have quite a few chins 
dropping. 

"Up till now the program's been using 
the blitter but none of the Amiga's really 
serious hardware. This next section, like 
some of Beast, is just impossible to do 
anywhere else. Gameplay-wise it's not 
the most impressive section, but it uses 
the Amiga to its fullest," adds Martin. 
Cormac continues: "It's the most 



The impact is impossible to convey 
with screenshots, so dream on... 

technically advanced section as it 
involves scrolling the screen in an 
infinite number of directions, totally 
smooth in every direction. Nothing like 
this has been done before." 

This section will allow the player to 
explore the map of the planet before 
landing and doing some serious carnage 
in the following chunk, which is a cross 



®^ a yir so it doesn't look stunning yet, 
but this is a very early rough version. 


between Gauntlet and Commando. It 
still had quite a way to go when I saw it 
and all that was available to see was a 
very rough version with some fairly 
ropey graphics. However, they promise 
the usual superlative graphics when the 
game is finally released. 

Once you have picked up the key, 
climbed back into your ship, flown 
across to the silo and climbed down into 
it, you are then presented with the 
trading options. These take the form of 
graphically excellent sections where you 
can sell coins and crystals and buy new 
gear. Once you've finished fiddling 
about with the ship, buying and selling 
weaponry, altering the firing power of 
the guns and so on, it's time to hit the 
space highway once more on a journey 
which compels you to escape from the 
AWESOME planets. Why? Like I said, 
they haven't thought of a scenario yet. 
(How about Poll Tax evasion? Ed.) 


WHAT'S WHAT 

TITLE 

AWESOME 

PUBLISHER 

Psygnosis 

PRICE 

To be announced 

FORMAT 

ST/Amiga 

RELEASED 

Spring 


THE PROGRAMMER 

Name? 

« "Cormac 

Batstone - 

d'you want me 
to spell that?" 
Erm... yes. Once 
he had, I asked 
him for a 
'softography'. 
"Erm... nothing 
published." So how did you get 
onto this project? "Oh, 

I knew Martin and he's such a 
nice chap... (Martin and every* 
one else within earshot snigger). 
Martin and I began work on 
AWESOME in mid-June, but since 
my University term started 
a few weeks ago it's being 
done mostly in the evenings 
and at weekends now." As 
Martin lives in the north-east 
and Cormac is studying in 
London, it's led to some pretty 
epic phone bills as the two try 
to finally tie up the loose ends. 

So what's Cormac studying in 
between drunken orgies down 
in the University bar? 

"Theoretical Physics." Oh. Don't 
ask me, I can't wire a plug. 

Hang about... _ 

shouldn't you 
be at lectures 
today? "Erm, 
no..." (Mumb¬ 
les unconvinc¬ 
ingly about all 
his lecturers 
dying of chol¬ 
era or some¬ 
thing as an indication that 
lectures would be cancelled. I 
didn't believe him.) "Anyway, 
they're completely boring. Don't 
publish that last bit." Now 
would I do a thing like that? 




































review 


LKJ 




Paul Lakin once had an extremely unfortunate experience 
with a glass of water and an action man snorkel. So it 
was with some trepidation that he set out to review 
Rainbow Arts' underwater extravaganza X-Out. 


elt I'm only reading the 
instructions and I'm already 
sinking. Abandon ship 
everybody/ women and 
gamesplayers first. What do you 
mean 'this is a submarine game'? 
Hmm, submarine/ that's Latin for 
something i think. Sub means... er... 
under and marine - that's a type of 
soldier isn't it? So X-Out is a game 
about being under a soldier. Crumbs! 

Af 


Tlkesi Marine Bey was never like this. 

Ah/ having consulted a Latin 
dictionary I see that X-Out is an 
underwater shoot 'em up. Now you 
wouldn't catch me in a submarine for 
all the beer in Yorkshire/ I have 
enough trouble staying afloat 
without strapping a large metal 
periscope to my back. If God had 
meant us to live underwater he 
wouldn't have invented cricket. (Yer 
wot? id.) However the evil thingies 
from Alpha Centauri don't play 
cricket/ so when they invaded the 
Earth they built their bases under the 
sea. Problem is, of course/ no one 
noticed so these thingies started 
trying to attract attention to 
themselves by taking potshots at 
passing planes and ships. Not a 
situation that can be tolerated I'm 
sure you'll agree. Hence Project Deep 
Star, (A strange name for an 
underwater project but that's where 
committees get you.) 

Project Deep Star is a subtle and 
imaginative project consisting of 
arming up a load of submarines and 
sending them out to blast the aliens. 

ZERO 


Pretty cunning/ heh ? 

This is where you come in. 

Starting with just about enough 
money for a day return to 
CleethorpeS/ you have to buy and 
equip a sub and go out shooting. 
There are a choice of submarines - 
the cheapest can only carry three 
weapons and is about as much use 
as a sink plunger with a hole in it. 
The really expensive version is more 
my cup of Horlicks/ 
especially once it's 
bristling with twelve 
fearsome weapons. 

Fortunately there are 
also a range of satellites. 
These lovelies can be 
^ placed round the sub for 

protection and are either 
* fixed or move in their 
feT ■/ V 1 own orbit. By the time I'd 
finished with that little lot 
you couldn't see me for 
shields. Whoops! No 
money left for weapons. 
Ah well/ if 1 see an alien 
I'll nibble his ankles. 

At the end of each 
level/ assuming you get 
there of course/ there is the chance to 
trade in old weapons and buy new 
ones. Decisions made here are vital, 
Each level suits slightly different 
configurations of weapons and , in 
my case/ shields. It's also possible to 
select from one of five speeds for 
your sub. Whether you use the extra 
speed for charging into battle or 
charging away from it is entirely a 
matter between you and your pride. 
Once the submarine (or submarines/ 
you can buy more than one) is fully 
equipped/ it's time to strap on your 
marine boy helmet and prepare to 
take the plunge... {Groan! id.) 



Rainbow Arts 


ST/Amiga 


Out now 



HASSLE FACTOR: 2 

Not a fast loader but 
well worth the wait. 


P aul: The first thing that hits you 
about X-Out is the sound. Good 
is not the word for it, though very 
good just might be. ( That's two words. 
Ed.) Using a newTFMX system, no I 
don't know what it stands for either, (It's 
stands for jolly super sound system 
actually! Ed.) Rainbow Arts has 
produced a 
bassy sound 
that wouldn't 
be out of 
place in a 
nightclub - 
well an underwater one anyway. 

As good, if not better, than the sound 
are the background graphics. The eight 
levels of the game contain four different 
worlds. The Crystal World is probably 
the most spectacular, but for old 
sentimentalists like me level one was by 
far the best. The green depths are 
littered with ruined ships and abandoned 
cities - well atmospheric. However with 
over 50 objects simultaneously on the 
screen there is little time to appreciate 
the niceties of your surroundings. Before 
you've had a chance to say "Oooh 
Mildred, look that one up in the guide 



Yes It's lurverly darling, but next year 
I'll book the holiday, okay? 


book" you'll find your submarine has 
been subdivided, leaving you clutching a 
very soggy copy of Berlitz's Guide To 
The Seabed. 

The monsters are certainly an 
impressive and varied bunch (in fact 
they're impressively varied). Some have 
a simple lemming tendancy which 
makes them ideal laser fodder. Others 
are tougher than yesterday's pasta. 

The end of level aliens were even 
more tricky. The best way of dealing with 
them is to snuggle up close and then let 
them have it with everything you've got 
- including the kitchen sink. Though 
snuggling up to these beasties is about 
as appealing as french kissing a killer 
whale. 

Within the limitations of a shoot 'em 
up it is hard to fault X-Out. The graphics 
are colourful and interesting, the 
monsters are imaginative and genuinely 




































X-OUT 


review 



different. Some of the submarine's 
weapons are a tad irritating since they 
only fire intermittently and when they 
feel like it - which is always when you 
least feel like it (life's a bitch like that). 
However the independent satellites are 
an impressive addition to the shoot 'em 
up arsenal. 

With X-Out, Rainbow Arts hasn't 
necessarily done anything terribly new to 
the shoot 'em up format, they've simply 
done it a whole lot better than most. 


THE VERDICT 
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A colourful and imaginative 
shoot 'em up with enough 
variety to guarantee a longer 
than average shelf life. 


91 



Stop looking at the flippin' guide 
book and start shooting something! 


Where the best dressed sub mariner buys 
his nautical nighties! Oh, and some other stuff like 
the odd submarine and weapons too. 


O Basic Shots: These shots range 
from weak to strong. The weak 
is the equivalent of a slap with a 
damp codpiece; the strong is more 
like a slap with a double decker bus. 

© Ships: The smallest ship is cheap 
but can only carry three 
weapons and usually survives for 
three pico seconds. The bigger ships 
cost an arm and a leg. You pays your 
money, you takes your choice. 


© Smart Bombs: The soft option, 
they destroy everything on the 
screen (except you). Try to resist the 
temptation to use them at the first 
sign of trouble though, you only get 
one per level. 

O Set of Drones/Drone 

Collector: These guys can do 
the fighting while you courageously 
watch them from behind the 
nearest stalactite. 


O Guided Missiles: Good for 

killing meanies you haven't even 
noticed. Alternatively you could try 
concentrating a bit harder. 

© Bouncing bomb: Give those sea 
bed gun emplacements a taste 
of the old Dambusfers treatment. 

© Energy Wall: Powerful multi¬ 
purpose weapon that seems to 
have a mind of its own. 

O Flame Thrower: Anyone fancy 
fried aliens on toast? 

O Fire Claws: This fires in a two 
pronged curve. Line up on your 
least favourite alien and then watch 
in horror as you miss him completely. 


Laser: Does to aliens what the 
microwave did to my hamster. 

Shield: You can't have too 
many of these. 

Satellites: Either fixed, 
moving or homing these are 
your defences. No self-respecting 
coward should be without one or, 
preferably, several. 

Total Spending Points: What 
you never have enough of, but 
gets bigger as you get better. 

Trash Can: Swallows your 
mistakes, like when you nearly 
buy a missile instead of another 
homing satellite. 
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SUPERCARS 


review 


SUPER CARS 


Seatbelt. Ignition. Mirror, Signal, Mono... Crash! %**!!@**!!! 
Sean Kelly takes Gremlin's new Super Cars out for a spin. 



▲ Yarrggh! Enough oil to coat Alaska! 

T his ain't a game to tax 

anyone's intelligence (except 
maybe mine), as it has a 
scenario that can be summed up in 
one word. Drive Fast And Win. 
Alright, four words. 

This 'Driving Fast And Winning' 
malarky is performed around a 
series of nine tracks, each 
progressively more difficult than the 
last. In order to move up to the 
other two leagues, and thus qualify 
for a better car and bigger budget, 
you must finish in the top half of the 
race order on all nine tracks. Once 
you move up, you'll face the same 
nine tracks, but with more hazards. 

Winning or gaining a position 
results in a cash prize which can 
then be used to carry out essential 
maintenance on your car or to add 
all those extras like armour, turbo 
and missiles. Finishing third all the 
time won't give you enough dosh 
for a pair of fluffy dice. 

Overhead racing games, in 
theory, should be easy to 
produce. No massive 
vectors or sophisticated 
scrolling routines. 

But so far the majority 
of them have been 
pretty crappy. 

So what about 
Super Cars ? 


WHAT'S WHAT 

TITLE 

Super Cars 

PUBLISHER 

Gremlin Games 

PRICE 

£19.99 

FORMAT 

ST/Amiga 

RELEASED 

February 




Sean: Most cars look 
pretty much the same 
from a helicopter at an 
altitude of a hundred 
yards. For that very 
reason, overhead 
racing games like 
Super Cars tend not to be fantastically 
stunning when it comes to the graphics- 
different coloured cars, green grass, 
grey track and that's the lot. They also 
tend to be about as much fun to play 
with as a guitar without any strings. 

But contrary to expectations. Super 
Cars has proved to be a stunner on the 
playability front. Though the controls 
take a bit of getting used to, once you're 
past this tiny hurdle, it's even more 
addictive than blue Liquorish Allsorts. 

It's one of those games that is easy to 
pick up, but once you're playing, 
practically impossible to put down. Like 
the Financial Times in fact. If you're into 
skidding in a big way (Dune springs to 
mind - / can't imagine why. Ed.) 
then the oil slicks and mud 
patches will be right up your 
street. And as you learn more 
about keeping the other cars 
at bay, by the use of sneaky 
tactics like barging past 
them at corners and 
pushing them into the oil 
slicks and sand, the game 
gets even more addictive. 
The tiny details make for an 
attractive course design. Similarly, the 
trackside scenery is imaginatively 
produced, highly detailed and colourful- 
think yourself lucky that you're in the 
helicopter, not hanging onto a steering 
wheel watching the opposition 
disappear into the distance. 

The gameplay graphics are supple¬ 
mented by some spondicious linking 
sections which are so good they look as 
if they could've been blagged from a 



Cinemaware game. A catchy 
little tune,coupled with some 
very unpleasantly realistic 
skidding sounds, complete 
the game on the aural front. 

Get a little too overexcited, 
and the tyre wear scale will 
plunge into the red. And 
Pirelli P6's don't come cheap. 

There's no doubt about 
it. Super Cars is megafun. It's a very 
addictive challenge with heaps of 
playability. It only just misses being 
ZERO HERO'd due to the lack of variety 
in the tracks. It would have been good to 
see a few chicanes, humpback bridges 
and tricky curves. All the bends are right 
angles - a tad samey after a while. If 
Scalextric can manage it, why not a 
16-bit computer? This point aside, it's 
utterly fab. Get your loved one to buy it 
for your Valentine's Day prezzie. And if 
you haven't got a loved one, buy it 
yourself. You never know, you might 
just fall in love with Super Cars. 


HASSLE 
FACTOR: 1 

A bit of 
waiting 
between 
loads, but 
nothing too 
unbearable. 




A The garage, where you can buy all those 
little extras. I'm sure mechanics don't 
normally dress like that. 


THE VERDICT 
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A simple idea brilliantly 
executed. Well worth the 
folding stuff. 


100 
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It's like no form of life we've ever 
h encountered... Yes, it's a strange 
H reviewer by the name of Jonathan 
Davies who's gone to boldly split his 
infinitives (ouch!) and have a butchers 
at Star Trek V from Mindscape. 


EflTERPR ISE DESTROyED 


A Jim's pressed the wrong button again and the whole lot's gone up in smoke. 
Time to blow all the pulled out hair off the disks and lead them in again. 



iiYTfTPnBfc' "Mr. Sulu, proceed at 
.imu-m ^ a |f impyjse power." 

"The dilithium crystals 
cannae take it Jim." 

"They must, Scotty - 
and beam me up while you're at it." 

Things aren't as they should be 
on Nimbus III and it looks like the 
Federation is in deadly peril again. 
As always, things have happened at 
rather an inopportune moment and 
you. Captain Kirk, have to set sail 
(or whatever space ships do) with 
only a half-finished Enterprise and a 
skeleton crew. That'skeleton in the 
quantity sense, of course. (Apart 


WHAT'S WHAT 

TITLE 

Star Trek V 

PUBLISHER 

Mindscape 

PRICE 

£24.99 ST/Amiga 
£29.99 PC 

FORMAT 

ST/Amiga/PC 

RELEASED 

ST/Amiga: March 

PC: Now 


from Bones , maybe. Ed.) To add to 
your problems, the Enterprise is 
under the control of an evil maniac 
who won't take no for an answer. 

If you've seen the film, you'll 
know pretty much what to expect 
when due to its dodgy engines the 
Enterprise plunges into a wormhole. 
It's the usual loads-of-circles- 
coming-towards-you kind of thing, 
with a few other bits and pieces to 
shoot and collect. Then, assuming 
you've made it through that little 
lot, it's minefield time. Two rings of 
counter-rotating mines appear, with 
you stuck in the middle. Not only 
that, but they're closing in on the 
ship. And fast. 

Things continue very much like 
this throughout the rest of the 
game - lots of sub-games rather 
than one complicated big one. 
They're all bound together by the 
'bridge' section, during which you 
get to boss the crew about and 
generally be Captain Kirk. 

The sequence of events claims to 
be true to the film, though whether 
you consider this an advantage is 
another matter entirely. 






"It seems to be a form of life 
composed entirely of energy, Jim. 
I've never seen anything like it." 



Jonathan: It's 
certainly very Star 
Trekky. Right from the 
pitiful attempt at the 
theme tune, you know 
where you're at. Even 
more Trek -like are the 
graphics - digitised piccies of Spock, 
Scotty (with not a grey hair out of place) 
and the all the rest. That's in VGA mode, 
at least. I can't speak for the EGA ones. 

As for the other bits - the playing 
parts - they weren't exactly gripping. 
Each new stage 
just seemed to 
get in the way 
of what came 
next. And you 
always know 
what's coming 
because it all 
happens in a set 
order. Even the 
flying around parts have been executed 
with a bit more finesse in other games 
although the authentic piccies and lingo 
do make a big difference. Atmosphere- 
wise it's absolutely faultless. 

The worst thing is the difficulty. It 
took me ages to get through the worm- 
hole thing and when I did do it, the 
Enterprise was so smashed up it was 
naff all use for anything. Perhaps 
extreme perseverence is what's needed. 

Despite reservations about the way 
it's put together. I'm pretty impressed. 
Star Trek Vis visually ace and, if you're 
prepared to stick with it, entertaining. All 
it needs is a digitised 'psshhqueak' when 
you enter the bridge, to make it perfect. 


HASSLE 
FACTOR: 6 

When you die 
(happens a lot) you 
get dumped into a 
black hole and have 
to reload the five 
disks. Aaaarrrgh! 
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Spock might raise an eyebrow 
at parts of it, but otherwise a 
good rendition of the film. May 
the force be with you! (Or is 
that something else?) 
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Pro Tennis Tour - The Ultimate Tennis Simulation ranks you 64 th 
amongst the best tennis players in the world. 

Set your sights on such championships as the Australian Open, 
Roland Garros, Wimbledon, and the US Open. 

Step into center court, tighten your grip and prepare to serve 
up your best shot - Pro Tennis Tour is about to begin. 


Warm upon one of six 
practice programs 
containing three levels of 
increasing difficulty. Put 
away shots like a Pro ! 
Master back-hand volleys 
passing shots, and other 
winning tennis strokes. 


flush the net with 
confidence, knowing you 
can strategically place 
your next return. 

Feel the excitement build 
as you challenge your next 
opponent and make your 
way to the top ! 


NOW’S YOUR CHANCE 
TO COMPETE WITH THE BEST 

(IBM OUT NOW! TILT MAGAZINE: 19/20) 


■ IBM -M 

■ AMIGA ” 

■ ATARI ST 

■ C 64, SPECTRUM AND 
AMSTRAD TO COME SOON 


-JUBISOFTC: 

Entertainment Software 





















Dungeon Master in space. 
That, in a nutshell, is what 
Xenomorph has attempted to 
be. It's all there, strolling 
round, picking up bits and 
pieces, putting them all 
together, and beating the 
living daylights out of 
anything that happens to 
stray too near to you. There's 
loony robots, giant spiders 
and strange lifeforms that 
hatch from rooms full of 
eggs. Has the designer of 
Xenomorph seen Aliens, we 
wonder? Sean Kelly straps on 
his exo-skeleton and 
prepares to shout 'Leave her 
alone you...' (Snip. Ed.) 


Hmmm. Let's see, one unhatched 
cocoon, and two hatched. That means 
there's two horrible nasty aliens 
knocking around here somewhere 
and one just about to arrive. Time to 
depart, methinks. 



rs WHAT 

TITLE 

Xenomorph 

PUBLISHER 

Pandora 

PRICE 

ST/Amiga £24.99 

PC £29.99 

FORMAT 

ST/Amiga/PC 

RELEASED 

Out now 


Y ou know how it is. You've 
been stuck on your space 
ship, the Mombassa Oak, for 
flippin' ages. You've travelled 
hundreds of billions of light years 
across tons of galaxies to reach your 
destination, the mining colony 



Well it doesn't look as though I'll be 
watching Neighbours today. 


Atargis. Then, just as you're about to 
make your rendezvous, the ship's 
computer goes barmy. Still, you plod 
on regardless and single-handedly 
land the ship at the mining colony. 

No mean feat, so you climb out 
expecting a hero's welcome, and 

what happens? Diddly 
squat. Nothing. All the 
miners are dead. 

Flippin' typical or whaf? 
But what happened to 
them? Who's killed 
them? Who cares? 

All you want to do is 
repair your ship and 
head back into space 
again as fast as 
possible. In order to do 
this, you must 
cannibalise the mining 
colony computers to 
replace the broken 
components on the ship. 
This would be straight¬ 
forward in real life, but 
as we're talking about a 
computer game, there are loads of 
hazards standing between you and 
your ultimate aim - including horrible 
aliens and defence 'droids. 

The mining colony is spread over 
fifteen floors and each of them is 
absolutely massive. In addition to 
the size of the plant, there are also 
tons of puzzles and tasks that need 
to be accomplished before you get 
anywhere near leaving the planet. 
There are computers to be mended 
and utilised, passes to be found, 
armaments to be mastered, and 
bodies to be robbed. No doubt about 
it, Xenomorph is an absolutely huge 
game. But as we all know - size isn't 
everything... 




S ean: Xenomorph is one of those 
games which, whilst first 
appearing fairly unattractive, 
grows on you over a few hours of play. 
(Rather like one of the aliens in the game, 
but more of that later.) The first thing that 
anyone buying this game should do is 
buy a Eurosize 10 Graph Paper Pad, 
because every time I tried to play without 
mapping, I got lost within five minutes 
and literally went round in circles. 

As you begin, you're dressed in just a 
rather fetching pair of boxer shorts. 
Fortunately a rummage in the ol' 
backpack will reveal a boiler suit, some 
boots and a rather fetching helmet, as 
well as stacks of other goodies. A quick 
skeggy of the manual reveals that the bits 
found include a motion detector, laser 
guns, machine guns and a hairdryer. At 
least that's what it looks like, anyway. 

Get it all sorted out and in some sort of 
order so that it's easily accessible and 
carry a gun at all times. Otherwise the 
first baddie you meet will kill you while 
you're rummaging around in your 
handbag trying to find a gun that works. 

The strongest feature of Xenomorph 
is its variety. Each of the levels has its 
own style and design of graphics a.nd this 
enhances the atmosphere no end. It all 
moves incredibly fast - clicking to go one 
square in any direction will get you there 
before you can blink. The screen scrolls 
as you turn, rather than just flipping to 
another view, which makes for a 
smoother program. 

There's also a tremendous range of 
aliens and robots to encounter. Each of 
them has different attributes - all are well 
animated and have been designed with 



Yeuch! A horrible jelly thing with a 
big, er, tentacle. I wonder what'll 
happen iff I shoot it? 
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The various stages 
in the development 
off one off the 
horrible beasties 
that you're going to 
come across, from 
horrible little worm 
to big ugly beastie. 


)w' g This is what you're carrying in 
id your right hand. In this case 

ir it's a 10mm assault rifle, all tooled 
up and ready to go. The red scale 
still above the gun indicates how much 
sy ammo you have before you're left 
staring at a giant monster with a 
gun going 'click...click'. 

, a Your fashion belt, with 

if 1 y holders for a gun and various 

other bits and pieces like hand¬ 
ing grenades, clips, etc. 

1C ^ Your handbag. Ooooh, my!! 

y It's a surprise you can find 
anything in that mess, daarling. 
Well, they do say 'the handbag is 
a reflection of the mind.' (Are you 
alright? Ed.) 

_ - The state of your health. The 
y red column is general health, 
6j Move one square to the left. blue is stamina, white is radiation 

absorbed, green is food level and 

7 Move one square back. yellow is your water level. 

8 Move one square to the right. 1 3 You. Boy, are you Ug-Er-Lee. 


4 Move one square forward, 
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review 


HASSLE FACTOR: 0 

Not much disc 
swapping and well a 
put together game. 


loads of imagination - from the stomach¬ 
popping aliens of a certain movie to huge 
spiders and giant 'droids. Most of them go 
through various stages of growth and 
development, so even within one 

particular 'type' of _ 

alien there are even 
more forms and 
strengths. 

The sound isfairly 
minimal - it's mostly 
sampled grunts and 

gunshot sounds, with the odd spot effect . 
thrown in for good measure. Then again, 
sound isn't really that important in a game 
of this breadth and scope and anyone who 
buys it probably won't be looking for 
stunning sound effects anyway. What 
they will want is tons to do and loads of 
problems to solve. They will find more 
than enough in Xenomorph, that's for 
sure. Most of the ship will initially be 
inaccessible, so you'll need to discover 
how to get into these areas. Keeping 
yourself fit is also going to be difficult and 
that's before you've even began on the 
main task of fixing up the ship's computer 

A little more interaction would have 
been welcome, to make a change from 



lt # s turned into a profoundly large 
green crystal. Gosh, isn't that 
interesting. (No. £d.) 

simply destroying every blighter that's 
stupid enough to step within range of 
your vast armoury. Even the ability to 
question the various computer terminals 
around the place would have added 
another, more sophisticated dimension to 
the game. Still, can't have everything. 

As it stands, Xenomorph is still an epic 
game that'll have you playing for months. 
It's absolutely dripping with atmosphere 
and is exquisitely put together. 

In addition, actually playing a 
sophisticated game like this that doesn't 
involve runes, staffs, wizards or daft spells 
is more than a welcome change. 


THE VERDICT 
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Sophisticated 'Dungeon 
Master in space' type game 
that 'll doubtless have many 
followers. 
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OPERATION 

THUNDERBOLT 


Paul Lakin wanted to join the SAS but couldn't find their 
number in the Yellow Pages. To cheer him up we lent him a 
machine gun and sent him off on Operation Thunderbolt... 


f R f) ft 


% H id A 
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. 


Some holidaymakers might be slightly alarmed by the natives' warm and 
enthusiastic welcome. 


W hen they next start giving 
out Nobel Peace Prizes, 
Ocean's name is unlikely to 
be on the shortlist. Operation 
Thunderbolt is not a game designed 
to spread love between the nations. 
Opponents are distinctly foreign 
while the square-jawed heroes pack 
more ram than Rambo. 

As with its predecessor. Operation 
Wolf, Thunderbolt concerns Roy 
Adams' attempts to rescue hostages 
from some 'imaginary' African 
country. This time the mission is so 
terrifyingly tough that there's a two 
player mode that gives our Roy a 
chance to bring along a friend in the 
shape of Hardy Jones. 

Adams begins his mission in a 
street where a lot of men keep 
shooting at him in a pathetic attempt 
to distract attention from the fact that 
they're wearing tea towels round 
their heads. Rather than laugh at 
them, Roy blows them apart. Later 
on, these men stop wearing tea 
towels and turn out not to be Arabs 
at all but Africans. The plot thickens 
but Roy is not perturbed; he blows 


them apart all the same. 

In fact, Mr Adams spends most of 
the eight levels blowing things apart, 
including cats and dogs which yelp 
and give birth to extra bombs and 
hand grenades. Streuth! 

The shooting doesn't stop until 
Adams has rescued the hostages and 
made good his escape. With ammo in 
limited supply and the dastardly 
hijackers hiding out behind their 
hostages, shooting has to be accurate 
as well as enthusiastic. Idle blasting 
will leave you taking on four 
armoured cars with one bullet and a 
lot of dead hostages to boot. 


WHAT'S WHAT 

TITLE 

Operation Thunderbolt 

PUBLISHER 

Ocean 

PRICE 

ST £19.99 

Amiga £24.99 

PORMAT 

ST/Amiga 

RELEASED 

Out now 



P aul: Arcades are funny old 
places. They're full of really 
imaginative high tech games yet 
you'll still find crowds queuing for 
Thunderbolt despite, or perhaps 
because of, the fact that it's really just a 
glorified shooting gallery. I suppose it's a 
case of preferring guns to buttons. 

Guns or no guns, I'm far too much of 
a wimp to play these sorts of games. 
Fortunately, while loitering around in 
Lunn Poly I found a coffee stained travel 
guide to "Thunderbolt Holidays To 
Africa - The Package That'll Give You A 
Packet". Jolly interesting it is too, so you 
can read it and I can go home. 


THUNDERBOLT 

HOLIDAYS 


Day One: Well boys and girls, it's 
going to be a brisk busy start to the 
holiday so remember to put a pair of 
sensible shoes on and bring along 
plenty of ammunition. The day will be 
spent in the street of a typical Arabic 
Town collecting souvenirs and trying to 
kill plenty of the natives. 

Day Two: A fascinating visit to a 
charming village where the locals will 
greet you with warmth, grenades and 
their delightful hand crafted throwing 
knives. Lots to look at so don't blink or 
you might live to regret it. Then again 
you might not. 

Day Three: An exciting drive through 
the beautiful countryside. The locals are 
fairly aggressive drivers so remember to 
keep one hand on the horn and the other 
on your machine gun. 

Day Four: This African village has 
barely changed in the last four hundred 
years except for the addition of the odd 
gun tower and a few hundred friendly, 
gun-toting natives. 

Day Five: No holiday is complete 
without a cruise - and this is a cruise 
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OPERATION THUNDERBOLT 


review 


Ocean would like to stress that there is no similarity 
betwean the state of Kalubya, setting of Operation 
Thunderbolt, and certain other North African states. Just 
to clear up the confusion, ZERO has printed some of the 
crucial differences. 



Libya is ruled by Colonel 
Ghadaffi, a member of its 
armed forces. 

Colonel Ghadaffi thinks he 
might be God. 

Libya was once colonised by 
the Italians. 

Most Libyans worship Allah 
4 and his Prophet Mohammed. 


Kalubya is ruled by Andre 
Pamplemousse, ex-member 
of Kalubyan Theatrical Costumiers. 
Andre Pamplemousse thinks 
he might be a duck. 

Kalubya was once colonised 
by a family from Putney. 

Most Kalubyans worship High 
4 Interest Bank Accounts. 



few of you will complete. Don't bother 
bringing along your St. Christopher 
unless you're sure he's a dab hand with 
a rocket launcher. 

Day Six: This hotel is famous for 
providing a hostage on every floor and 
for the fighting skill of its concierges. 
Day Seven: Morning: sadly this is the 
last day of the holiday so the party 
should make their way to the airport. The 
airplane must leave on time so don't let 
the locals delay you, however persuasive 
they may be. 

Afternoon: And so it's onto the airplane 
but the holiday's still not over. We've 


arranged for you to join in the national 
sport of grenade catching. An explosive 
end to an adventure-packed holiday. 

MISSION IMPOSSIBLE 

Well that's enough of the holiday guide 
(Just what I was thinking. Ed.) so let's get 
on with the game. Operation 
Thunderbolt is basically Operation Wolf 
with a little more to it. The graphics are 
detailed, colourful and full of action. One 
key difference is that in some of the 
levels scrolling is into the screen rather 
than horizontal. This is very effective 
when you're fighting your way down a 
street. Some of the scrolling is a bit jerky 
but I'm prepared to believe that this adds 
to the feel that you are running - that's 
what it says on this £20 note anyway. 

Firing is either mouse or joystick 
controlled. Both are on the difficult side 
of impossible until you get your hands 
on a laser sight. In the arcade you can of 
course use the gun to give you a vague 
idea of where the bullets are going. 
Looking down the barrel of a mouse is a 
bit unhelpful, especially when the tail 
keeps getting in your eye. 

Once you have the laser sight, things 



After such on eventful holiday many tourists feel the need tor a good lie down. 


go more your way, provided you've got 
some bullets left. As with extra ammo, 
energy etc. the laser sight is gained by 
shooting open packages or animals - 
honestly! Problem is, of course, you're 
never quite sure what's in a package. 
Having risked life and limb to shoot one 
open, you find it contains yet another 
bullet proof jacket. 

To criticise a game for being unfair 
may seem like sour grapes but hell, 
what's wrong with sour grapes, they 
make wine out of them don't 
they? So here goes. This 
game is unfair. You enter a 
new level with all the prob¬ 
lems in which you leftthe last 
one - such as no ammo and 
little energy- but none of the 
advantages like laser sights. What are you 
supposed to have done with the flippin' 
things? Absent mindedly dropped them 
into the nearest river or bartered them for 
200 imitation pearl ear-rings for the girls 
back home? 

Another unusual feature of the game 
is its scoring. Although you have three 
lives, your score isn't carried forward to 
the next life so getting on the table isn't 
that easy. In fact the game overall is a 
real toughie. At the end of each level you 


HASSLE 
FACTOR: 0 

Two disks but 
no juggling. 



Adams and Jones were unconvinced by Hie 
Sargeant Major's cunning disguise. 

can win extra points for your hits to 
shots ratio, so try and resist the 
temptation to use trillions of bullets. 

Operation Thunderbolt is a superb 
conversion of a very popular arcade 
game. If you enjoy this style of shoot 
'em up then you'll love Thunderbolt and 
will play it with joy while waiting for 
Ocean's next game - Invasion Italy 1990. 


THE VERDICT 
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Excellent if you like this sort 
of thing. Boring and a bit 
morally dodgy if you don't. 

No doubt it'll sell by the lorry 
load. 
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A "He's not really dangerous, he's iust 


saying he likes you." 


o recap: you've 
already penetrated 
the Grey Lord's 
dungeon and rescued 
Theron from whatever 
terrible fate was planned 
for him. At least, that's if 
you've played and beaten 
Dungeon Master , to which 
this is the sequel. If not, 
go and do it, 'cos you 
won't get very far if you haven't. 

Done that? Right. The problem this 
time is Lord Chaos. He's the sworn 
enemy of Lord Order and up until 
now they have lived in peace, 
harmony and all the rest of it inside 
the mind of the Grey Lord. Sadly, if 
not entirely surprisingly, things have 
now gone downhill. Lord Chaos has 
managed to build up a supply of 
Corbum, which has started to draw 
Mana from the world. Eventually it 
will collect enough to free Chaos and 
Order, which would be quite tragic 
in itself. What's worse, though, is 
that the universe will explode... 

Conveniently, however, the 
Corbum has been hidden at the 
centre of four mazes (Ninja, Warrior, 
Wizard and Priest ones), and this is 
where your Dungeon Master skills 
come in handy. You've got to guide 
your team (the same one as you 
recruited in DM) through the mazes, 
collect the lumps of Cordum at the 
end of each one and dump it all into 
the FUL YA pit, whatever that is. 

At your disposal are all the 
facilities available in DM - magic 
spells, weapons and (of course) lots, 
lots more. 




STRIKES BACK 

On the shore of Lake Viborg, the air alive with Magiek, the 
Grey Lord gives you your instructions - Jonathan Davies must 
free the world from the reign of Lord Chaos. Flippin' 'eck! 




▲ Oh dear, my mistake. 

► Picking your team from the 
occupants of the prison. Ooer. 

Jonathan: Probably 
the first thing to 
make clear is that in 
order to get 
anywhere with CSB 

you'll need to have played and preferably thrashed DM first. This 
is because you've got to start off with a DM saved position so 
that you have some kind of a decent team to use. (Well this isn't 
strictly true - you can start from scratch by picking a team at the beginning, but you 
won't get far.) Due to the immense popularity of the original, this should still leave 
quite a large potential audience. 

Okay, I'll come clean - I haven't got anywhere near to completing DM, so I started 
off with someone else's characters and saved position. The trouble is, I found myself 
in a slightly tricky situation with hundreds of baddies piling into me. As if that wasn't 
bad enough, it was almost pitch dark. Using my widely renowned initiative and 
cunning, I took them on with my bare hands. Game duration: 7 secs approx. 

Plan B worked a lot better. I ran away. By keeping this up for a while I was able to 
collect a few potions, weapons and stuff and managed to thin out the enemy a bit. 

Then there was the problem of the darkness (a torch, 
maybe?) and finally the overwhelming feeling that I 
was deeply trapped. 

Coming from a DM -ing background, you'll know 
what to expect graphically. The 3D views are pretty 
spectacular. Sound consists of the familiar long periods of silence, interrupted by 
token samples. Just the job, and it all leaves plenty of room for fiendish puzzles. 

Bearing in mind that Dungeon Master 
experience is vital. Chaos Strikes Back can 
be considered pretty triff. And if, in fact, 
you haven't had a crack at the original, this 
is the ideal opportunity to go and do so. 


HASSLE FACTOR: 0 

Utterly hassle-free. 


GRAPHICS 0 ADDICTIVENESS 0 OVERALL 

SOUND 0 EXECUTION 0 92 
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situation 


hoot 


em 


Blast the terrifying end of level 
monsters in order to face the next 
challenging round and battle your 
way through to the ultimate level to 
meet and destroy the awesome 
"Dark Harrier". 
12 fantastic levels of frenetic activity, 
2 bonus rounds on your jet-board, 
amazing sound effects, music and 
graphics all go to create one of the 
most authentic conversions ever. 


ST 


ATARI 


£ 


mm 
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C64 










PECTR 


©1989 SEGA ENTERTAINMENTS LTD. 


This game has been manufactured under 
license from Sega Enterprises Ltd.; Japan 
and "SPACE HARRIER II ™" and "SEGA®" 
are trademarks of Sega Enterprises Ltd. 
Grandslam Entertainments Ltd. 

56 Leslie Park Road • Croydon 
Surrey • CRO 6TP 



AVAILABLE ON: 


ATARI ST & AMIGA £19 99 
C64, SPECTRUM & AMSTRAD DISCS £14 99 
C64, SPECTRUM & AMSTRAD CASS £9 99 
MSX CASSETTE £8-99 
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Duncan MacDonald ana Paul Lakm 
are rather 'fast' characters. Duncan 
sports turbo boosters on his C5 and 
Paul once met a man who owned an 
MG Metro. So imagine how thrilled 
they were when given a chance to 
drive a Porsche and ram wrong¬ 
doers up the Khyber... 


3141S9© 
mi99« 


/ Wheeeee! 
look at me 
everyone, I'm 
on level 4! 
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opposed to be 
chasin 


WHAT'S WHAT 


TITLE 

Chase HQ 

PUBLISHER 

Ocean 

PRICE 

£ 19.99/C24.99 

FORMAT 

ST/ Amiga 

RELEASED 

Out Now 


n the old days (when you 
could by three loaves of 
bread for tuppence, and 
everything was made out of 
wood) police sirens made a 
rather satisfying 'eee-aaw, eee- 
aaw, eee-aaw' noise. Then, all 
of a sudden, American cop 
programmes became the 
vogue, and we were subjected 
to the rather more ear piercing 
'whoop-whoop-whoop' sounds 
of the USA. This filtered through 
into the British police force 
when the more powerful cop 
cars had their 'eee-aaws' changed for 'whoop- 
whoops'. Suddenly, crooks fleeing from bank-jobs 
could tell in an instant the calibre of the pursuing 
rozzers by the siren type. If it was a 'whoop-whoop', 
they were in trouble as it was probably a souped up 
Granada or Sierra full of armed members of the 
Sweeney. If, on the other hand, it was an 'eee-aaw' 
then they were laughing: a mini metro driven by PCs 
Blenkinsop and Hodges. In Chase HQ, in which you 

play a cop-car driver, you'll be 
pleased to discover that your 
car is of the 'whoop-whoop' 
variety. 

A massive arcade smash last 
Summer, Chase HQ followed 
much the same format as 
Outrun - big steering wheel, 
accelerator and brake pedal, 
two speed gear shift and large, 
beautifully animated graphics. 
The object of the game was 
slightly different to that of 
Outrun though. After being 
given a brief description of a 
villain's getaway car (and his crime), you were 
plunged into an undulating roadscape to give chase. 
When you finally caught up with the crim's car, the 
real fun started because guess what you had to do? 
Flash your lights in his rear view mirror and indicate 
with your thumb that you wanted him to 
pull over? Not on your nelly - don't 
forget, you're driving a 'whoop-whoop' 
in this game. Instead, you had to ram his 
getaway car up the boot repeatedly until 
it burst intajlames. Then you 'nicked' the 
bounder and it was on to level two - and 
a new villain. This time, his car was faster 
and the road was less forgiving. And on 
and on it went, until you ran out of 50p 
pieces. All in all, the coin-op was a real 
hoot - and very addictive. 



D une: Chase HQ was brilliant in 
the arcades, but how does it 
measure up on the ST? Let's take 
a peek through the monitor-shaped 
window. Well for a start the graphics 
aren't that awe-inspiring. The other 
traffic isn't large and detailed like in the 
arcade. The roadside graphics aren't that 
fantastic either and update a tad jerkily. 
What the ST version has retained, 
however, is the speed of the 
proceedings - and therefore the 
gameplay. And at the end of the day 
that's what's important. Here's a sample 
game for you, from level one... 

Nancy from Chase Headquarters 
tells you (in a sampled and rather naff 
Brooklyn accent) that there's an 
emergency and you've got to catch 
crook number one. She then shows you 
what his car looks like and you're off. Up 
to 100, into second, a quick glance at the 
"How far in front is the villain's car- 
ometer" (a mile to go), a peek at the 
timer (40 seconds to do it in), and it's 
foot to the floor. In the distance, there's 
a fork coming up. Which way? Easy, 

there's an arrow there 
to tell you. Oh dear 
me, it seems to be a 
bit of a 'short cut' - no 
tarmac and loads of 
bushes to crash into. 
Manage to negotiate it 
successfully and you'll 
finally catch up with 
the crim. 

The speed and urgency of the chase 
is retained in this conversion. There's 
one quibble though (as always) and 
that's the staging of difficulty. Level one 
is an absolute doddle, level two is 
almost as easy - but level three? 
Actually, don't talk to me about level 
three. I hate being beaten by a game - 
especially when I'm driving a car that 
goes 'whoop-whoop-whoop'... 


HASSLE 
FACTOR: 0 

Nothing to 
worry about, 
just some 
hammy 
Brooklyn 
accents. 





Conversion of a brilliant car 
chase coin-op which could 
have been better. Mind you, it 
could have been a hell of a lot 
worse. 
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CHASE HQ 


A I warned him 
about using that 
lead free petrol. 


A fairly good conversion of a 
very good Arcade original. 
Driving and violence in the 
same game. What more could 
you ask for? 


HASSLE 
FACTOR: C 

Not 

completely 
slick but 
basically 
hassle free. 


P aul: Chase HQ was inspired by 
an attempt made by myself on 
17th August 1989 to follow Dune 
through London in the rush hour. Of 
course the game is much tamer than the 
real thing but it still has plenty to offer. 

Apparently the same can be said of 
Nancy from HQ - but then I wouldn't 
know 'cos I'm not officer material. She 
also identifies the villains, a wee bit 
unnecessary when 
there's a bloomin' 
great arrow pointing 
at their motor. You 
don't really need to be 
a Sherlock Holmes to 
deduce that these are 
the guys to ram. 

The game is not the I 
business visually - s^ime of the cars on 
the track seem to be only half drawn. 

The sensation of speed is transmitted by 
means of the tried and tested coloured 
bars routine, which not only looks odd 
but doesn't always work. At times you 
appear to be crawling along while the 
speedo insists you're doing 180 kmh. 

Still, looks aren't everything and the 
game certainly sounds good. The wheel 
spin was realistic enough to tempt me 
into loads of completely unneccessary 
gear changes. Even better was the 
squeal as I slid along the tunnel wall. 
Steering is accurate (So what were you 
doing on the tunnel wall? Ed.) but the 
criminal is no mean driver himself, 
which is why the 'wheeeee' noise of the 
Turbo Boost is welcome as the crims 
weave through the traffic. Unfortunately, 
since it's assigned to the space bar, you 
tend to take your eye off the road for a 
pico second. When you look back, your 
car is doing a lawn mower impression. 

Despite losing some of the look and 
feel of the arcade version. Chase HQ has 
kept enough of its addictiveness to set 
accelerator feet tapping across the land. 


THE VERDICT 
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SIMULATOR 


Bored of advertisements asking you to buy shares in The 
Thirteen Dodgy Industrial Effluent Businesses Of England And 
Wales? Fancy trying your hand at investing in the European 
Space Programme? David McCandless got so excited at the 
prospect that he stopped running round the room going 
'Wheee! Look at this fabbo Airfix Saturn V model!' to play 
Tomahawk's European Space Simulator... 


t's 2010. (No it isn't. Ed.) 
Margaret Thatcher is supreme 
president of the United States of 
Europe. Repeats of Dad's Army are 
still being shown on TV. Nothing 
much has changed except space 
travel, which is more common than 
Julie from EastEnders. 

You are an entrepreneur running a 
space-based delivery/repair service 
with your / Hermes / . Don't be 
disgusting - it's your reusable space 
craft! The idea is to be as capitalistic 
as possible and rake in ideologically 


experiments, potentially immoral 
but - wow! Just look at your bank 
balance! 

ESS all comes in several stages, 
with administration at the top of the 
list. Selecting satellites, space station 
parts and crew members comes 
under this heading. Then it's G-force- 
crushed-bladder time as the Ariane 
rocket catapults you into the 
cosmos. 

If this all sounds a bit boring, 
you might be interested to know 
that all space stations come 
equipped with a laser gun. Yum. 
Gratuitous blasting methinks. After 
weeks of cerebral contortions and 
economic equilibriums I was ready 
to vapourise anything - friend or 
foe. In fact, blasting is essential to 
destroy rogue satellites which tend 
to plummet earthwards and create 
continent-sized craters on impact. So 
let's get blasting. 


simulator and having to land on an 
aircraft carrier. But the perspective goes a 
little awry at this point. Your height 
indicator can read 0 feet while your 
shuttle wheels are still dangling 
kilometres above the tarmac. 

Actually, maintaining your business is 
quite like appearing on a rather tacky 
variety show with a plate-spinning act. 
Once your satellites are spinning away in 
orbit, you've got 
to keep a close 


HASSLE 
FACTOR: 2 

Poor manual 
plus the usual 
disk swapping 
on PCs without 
hard disks. 


eye on each one. 
If one shows 
signs of stopping, 
you have to leap 
out and set it 
spinning again. If 
one falls out of 
orbit, then you'll 
lose money and get booed off stage. 

ESS is basically a game of resources 
management, a sort of Oil Imperium in 
orbit. The vector graphics further the 
attraction but I feel that plate-spinning 
has a limited appeal. A competitive 
element - perhaps a computer-controlled 
rival entrepreneur - would have 
broadened the appeal. 

However, the attention to detail and 
overall accuracy is excellent. I actually 
learned something from the manual: I 
now know what 'heliosynchronous' 
means. (This has trebled my pulling 
power at parties.) But ESS is really only 
for those capitalists who enjoy 
manipulating their assets... 




We're in the control room. The tension's 
building os the shuttle's about to be launched. 

( Tension? What tension? Ed.) 

unsound amounts of dosh. 
Successfully launching satellites gives 
you a lump sum immediately, plus a 
monthly revenue for your trouble. 
Building a station is more difficult but 
financially more rewarding. And then 
there's the option of setting up 


WHAT'S WHAT 

TITLE 

European Space 
Simulator 

PUBLISHER 

Tomahawk 

PRICE 

£34.99 

FORMAT 

ST/Amiga/PC 

RELEASED 

Out now 



Macca: Space is seen 
as a star-studded 
vector-graphics vista 
with Hermes, stations 
and orbiting craft all 
represented in shaded 
3D. The VGA graphics 
are stunning - 256 colours on-screen are 
not to be laughed at. But unfortunately, I 
was restricted to playing the game in 
CGA mode, so that the screen looked like 
a close-up of some regurgitated liquorice 
allsorts most of the time. 

Manoeuvering in space proves quite 
tricky. Only thrusters can move you in 
any direction and you have to keep 
gravity completely out of your mind. If 
you take one step further and go for Extra 
Vehicular Activity (or EVA as we vets call 
it), you have to be careful while 
'promenading' around in orbit as your 
suit is quite susceptible to knocks. You 
can easily cock up your co-ordinates and 
actually get lost in space! (Tip: handy if 
you want to be in a 60's sci-fi series.) 

After your foray into orbit, it's back 
down to Earth for refuelling and topping 
up on oxygen. The landing process 
changes the game into a primitive flight 



Oh look, an alien! Can I blast him first? 



Choosing what satellite to launch. 
That nice man said I could have a 
subscription to all 48 of his dodgy TV 
channels if I launched his for him... 


GRAPHICS 0 ADDICTIVENESS 0 
SOUND 0 EXECUTION 0 


OVERALL 

73 
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P47 


review 



What's the world's fattest (and easiest to hit) aeroplane? Is it 
the Boeing 747 'Jumbo' jet, the Lockheed Galaxy, or the 
lllushin IL 76 'Corpulent'? No, it's the Republic P47 
Thunderbolt, a great big barrel with stumpy little wings fitted 
on! No wonder WWII pilots (in their devil may care way) 
called it 'the flying pile of crap', and no wonder Matt Bielby 
got shot down so often when he was trying out the 'sim'... 
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ctually, we lied a bit. It's not a 
sim at all. In fact, it's very 
much an arcade game (a 
conversion of a minor Jaleco coin op, 
in fact) which causes me a few 
problems when writing this review. 
There's just not that much to tell. I 
mean, I can say you fly along a bit, 
shooting all the aeroplanes and other 
things that come at you, I can say 
you get to bomb tanks, trains, ships 
and all sorts (once you've picked up 
the correct weapons from dead 
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aircraft), and I can say it features a 
few odd historical inaccuracies (like 
helicopters, jet fighters and unlikely 
'firing in all directions' weapons), but 
that's about all. 

So there'll be no wibbling on and 
on about how it's an accurate 
representation of the realities of 
flying WWII combat missions ('cos it's 
not), no detailed breakdowns of the 
340 plus control options ('cos there's 
only up, down, left, right and fire) 
and I can't (curses!) write a photo 
storyboard thingy about how I 
crashed into a mountain on my first 
go. Shame, that. 


„ \ It '* 
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Lumme! These V2s are murder! It'll 
take some pretty nifty arcade skills to 
cope with this sort of stuff. 


WH 

AT'S WHAT 

TITLE 

P47 

PUBLISHER 

Firebird 

PRICE 

ST/Amiga £24.99 

FORMAT 

ST/Amiga/PC 

RELEASED 

Out now 




man: MTier rive 


minutes wobbling the 
wibble stick, it's clear 
thatP47 isn't exactly 
the most original 
shoot 'em up of the 
year. But don't get me 
wrong: it's not hopeless, just a bit, erm... 
ordinary. The fact that it's actually quite 
hard is in its favour, tougher even than 
the reigning champion of horizontal 
aeroplane scrollers. Silkworm. The first 
level (mountainous northern France, 
packed with enemy installations and 
reams of flack) isn't too difficult to get 
through, but once the rows of V2s start 
charging up the screen on level two 
things start to get tricky. There are eight 
sections (including my favourite, the 
traditional 'destroy the ship bit by bit' 
one) which allows a fair amount of 
blasting action with enough variety to 
keep you interested. 

On the other hand, P47 suffers from 
slightly jerky scrolling, tiny sprites (with 
detailed but 
fairly unimpre¬ 
ssive explo¬ 
sions) and a 
lackofanything 
very remark¬ 
able in the 
weapons dep- 


HASSLE FACTOR: 0 

Simple game, only one disk, 
there shouldn't be any 
hassle factor at all really. 
And (phew) there's not. 


artment. Baddies are thrown at you thick 
and fast and the attack formations are 
reasonably well thought out, but it's all 
very familiar stuff. 

This must be one of the last 16-bit 
products Microprose are due to bring 
out on the Firebird label and in that 
sense it's a shame that P47 isn't a 
classic. But if flight sims aren't your cup 
of tea and you're itching to get airborne 
and take out practically everything that 
moves, you could do worse. Now where 
did I leave that Airfix kit... 


GRAPHICS © ADDICTIVENESS © 
SOUND © EXECUTION 0 
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The Airfix P47 Thunderbolt kit (in 
1/72nd scale) was a lot fatter 
than other planes of similar 
length. (Just like the real thing.) 
So fat in fact that if you took the 
front bit off (Cut out the technical 
jargon. Ed.) you could stuff a 
bonfire rocket down the end. You 
had to cut the tail bit off too so 
you could pull the blue 
touchpaper out the end. Then 
you could sent it zooming into 
the sky, spluttering and fizzing. 
Well, perhaps 'zoom' is the 
wrong word. They normally 
went about six feet up and 
melted a bit. (Don't try it at home 
kids! It's pretty dangerous!) 


SI 
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ktfT "Ma he's making eyes at me. 


MECH WARRIORS Activision 

Sequel to the well received Batfletech 
Format: PC/Out now 
Price: £29.99 


THE MUSCLE CARS Accolade 

Expansion Disk for the ever popular Test 
Drive 

Format: PC/Out now 

Price: £11.99 

NEVER MIND Psygnosis 

Puzzle/strategy game from the graphic 
masters 

Format: Amiga/Out now 
Price: £24.99 

PRINCE Arc 

More war-gaming fun from the relaunced 
Atari peeps 

Format: ST/Amiga/PC/Out now 
Price: £24.99 


PURSUIT TO EARTH Exocet 

Dire shoot 'em up with lousy graphics and 
lousy sound 

Format: ST/Amiga/Out now 
Price: £24.99 

SAMURAI Microprose 

Huge arcade adventure/strategy game 
Format: PC/Out now 
Price: £29.95 

SEVEN GATES OF JAMRALA 

Thallion 

Beat 'em up with nobs on from Thallion 
Format: ST/Amiga/Out now 
Price: ST £ 19.99/Amiga £24.99 

SOLDIER 2000 Artronic 

A shoot 'em up with a chunk of strategy 
thrown in 

Format: ST/Out now 
Price: £19.99 

SPACE ROGUE Origin 

Massive arcade adventure with vector 
graphics from the US 
Format: PC/Out now 
Price: £29.99 

STAR BREAKER Arc 

Unusual shoot 'em up from the Atari 
chappies 

Format: ST/Amiga/PC/Out now 
Price: £19.99 


TAKE 'EM OUT Artronic 

Operation Wolf/Prohibition style game 
Format: Amiga/Out now 
Price: £19.99 


TIME Empire 

Profoundly large adventure/arcade 
adventure with animated graphics 
Format: Amiga/Out now 
Price: £29.99 

TONGUE OF THE FATMAN 

Activision 

Bizarre eat 'em up from Activision US 
Format: PC/Out now 
Price: £29.99 


ARMADA Arc 

Huge strategy war game, bashing the 
Spaniards 

Format: ST/Amiga/PC/Out now 
Price: £29.99 

AQUANAUT Prism 

Arcade adventure from the creators of The 
Crystal 

Format: ST/LateJan 

Price: TBA 

BAD COMPANY Logotron 

Two player shoot 'em up by Steve Bak 
Format: Amiga/Out now 
Price: £24.99 

BORODINO Arc 

More strategy antics from the Arc team 
Format: Amiga/PC/Out now 
Price: £29.99 

BRUCE LEE LIVES The Software 
Toolworks 

Erm... no he doesn't actually. Beat 'em up 
adventure from America 
Format: PC/Out now 
Price: £24.99 

DEATHTRACK Activision 

Driving game with a fair chunk of shooting 
for good measure 
Format: PC/Out now 
Price: £29.99 

DIE HARD Activision 

Arcade adventure of the Baldy Willis movie 
Format: PC/Out now 
Price: £24.99 

ENTERPRISE Arc 

Space trading game with all the usual 
features 

Format: ST/Out now 
Price: £19.99 

HARDBALL II Accolade 

Sequel to Hardball - possibly the best 
baseball game ever 
Format: PC/Out now 
Price: £24.99 

GAZZA'S SUPER SOCCER Empire 

Arcade football game, you won't be 
surprised to hear 
Format: Amiga/Out now 
Price: £24.99 

GRAVE YARDAGE Activision 

Bizarre american football style game 
Format: PC/Out now 
Price: £24.99 

KENNY DALGLISH SOCCER Impress 

Quality wise, a 16-bit equivalent of US 
Gold's 1986 World Cup Carnival 
Format: Amiga/Out now 
Price: £19.99 

LEISURE SUIT LARRY 3 Sierra 

Lecherous Larry returns for more safe sex 
adventures 

Format: PC/Out now 
Price: £44.99 


Since we can only review a 
limited number of games we've 
compiled a list of the 'also-rans' 
this month. Check 'em out! 


TAKE 'EM OUT Is It a bird? Is it a plane?... 
who cares, let's fust blast it anyway. 
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All mailorder enquiries to: 
Gremlin* Giaphus Software Ud, 
Alpha House. 10 Carver Street, 
Sheffield SI 4FS. 

Tel; (0742) 753423. 
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CRYSTAL 

TIPS* 


A THE LITTLE RAMP 

Stick as close as you can to 140 
mph for the actual ramp itself (A). 
Anything under and you won't 
make it, anything over and you'll 
waste a lot of time in the air. The 
rest of the track (B) can be taken 
at full speed. 


A THE HUMPBACK 

It's tempting to go hacking into _ 
this little hillock (A) with the turbo 
on full power. Don't. You'll waste 


Are you sitting 
comfortably? Then 
we'll begin. Once 
upon a time there was 
a terribly nice young 
frog called David 
McCandless. 
One day he 
plugged in his 
computer and 
turned into a 
handsome prince. 
Actually, We're lying: 
he wrote a load of, 
erm... tips. 


Certain sections of each track must be taken at the right 
speed: not too fast and not too slow. Here's a quick guide 
(assuming you're 'going for it', and not following the 
computer car). 

a lot of time in the air on the other 
side (B). About 130 mph should 
see you hugging the road on the 
way up. As soon as you're over 
the crest you can open up. The 
rest of the track (C) can be taken 
at full speed. 


A THE ROLLER COASTER 

On this course it's only the first 
section that should give you any 
trouble. Go flat out from the start 
line (A), but brake before the top 
of the hill (B). About 120 mph 
would be a good idea here. 
Accelerate around the corner (C) 
but brake sharply again before 
the drop (D) down to about 100 
mph. As soon as you've made 
contact with the track on the 
massive 'downie' bit (E), grab the 
fire button. Now go flat out 
around the rest of the course (F). 




TEETHING TIM 


Duncan MacDonald has 
everything it takes to be a 
Stunt Car Racer: the looks, 
the driving skill, the bank 
balance... or so he tells us. 
For all you weedy Tonka- 
toy drivers out there, here 
is the definitive guide to 
winning the races and 
pulling the... erm, winning 
the races. 


STUNT CAR 
RACER 


W hat a weird game to write 
tips for. I mean, it's all 
quite simple - go as fast as 
you can, but not so fast that you 
crash. Mind you, judging by the 
amount of mail the game has 
generated, some of you don't find 
these things very easy: so read on 
(you shandy drinkers, you). 

1) Make sure your joystick's the right 
one for the job. A model with slightly 
'fuzzy' top diagonal response just won't 
do. I find the large solid-shaft stickered 
feet jobs to be best. 

2) You can use practice mode to your 
heart's content, but at the end of the day 
you're going to be up against a car that 
zooms around the track without making 
any mistakes. So, basically, get into the 
league option as soon as possible - no 
















































'and Alistair 


UBIES 


place better to practice than the actual 
battlefield itself, eh? 

3) While learning a track in league mode 
use the computer car as a pace vehicle. 
Don't get too close to it though: about 
four car lengths behind should do. As 
you get better acquainted with things, 
learn to 'pip him to the post'. 

4) Don't drive with your eyes closed. If 
you do, you're bound to crash 
(especially on the Rollercoaster). 

5) It's best to climb up through the 
divisions with no damage to the car (i.e. 
no holes in the roll bar), because by the 
time you reach division one you'll find 
the action so frantic and bumpy that the 
old hairline crack really does snake 
across. It's possible to complete division 
one with three holes, but any more than 
that and you're pushing it a bit. 

6) The best way to avoid getting holes is 
to forget about brilliant race times. Use 
the opponent's car as a pacer for the 
first two laps, and then overtake it the 
very first chance you get on the third. 

7) Obviously it's best to overtake on 
the straight sections wherever 
possible, but overtaking on 



▲ THE BIG RAMP 


Go for 200mph to dear the big 
one (A), which means you have to 
be on full throttle throughout the 
bend leading up to it (B). The 
other two ramps (C and D) can be 
taken at 170 mph: be careful 
though, if you muck the first one 
up you haven't got much time (E) 
to correct before the second. 



A THE DRAWBRIDGE 

For the first bit of the first lap (A) 
it really is best to stick behind the 
computer car. He'll slow down 
when he approaches the moving 
drawbridge (B), waiting for it to 
be in optimum position (i.e. quite 
low). It's here that, if you get 
your timing right, you can 'have 
him'. Zip past him and over the 



corners is sometimes necessary 
(especially near the end of a race 
when you've cocked up and are still 
behind). Just make sure you don't 
make contact with the computer car 
when doing it - not only do you 
sustain damage, but sometimes you 
actually get shoved off the side of the 
track. 

8) Don't forget to save the game every 
time you get promoted a division. 
Totally obvious, I know, but some of you 
haven't the sense you were born with. 

9) Don't spend ages in the air. This is 


like skiing, in that you can actually 
go faster if you're in contact with 
the ground (as long as you have the 
turbo on, that is). 

10) Speaking of which, don't waste your 
turbo by leaving it on while airborne. As 
soon as you hit a bump and take off, 
take your finger off the fire button. As 
soon as you land, stick it back on again. 

11) Don't steer left or right when taking a 
jump. Even the tiniest tap on the joystick 
at this oh-so crucial moment will send 
you hurtling down into the very depths 
of hell. Well, you'll crash, anyway. 



gap (C), but not too quickly - 
about 120 mph should be enough. 
Once you've got a lead, you really 
should try to build on it: don't 
forget, you've got to slow down a 
further two more times for the 
drawbridge - and this is where 
the opponent can snatch first 
position back from you. 


A THE HIGH JUMP 

Really give it some welly away 
from the start line (A) - you need 
to be doing between 200 and 210 
mph to clear the pillar (B). The rest 
of the course is a full-speed jobbie, 
except for the straight section 
before the final bend (C): it's got a 
vicious camber on it. Slow down 
for it, if at all possible, to about 
120 mph, and make sure you 
understeer into it. 







A THE STEPPING STONES 

What little beasties these can be - 
if you take them too fast that is. 
Stick to 140 for the first one (A), 
and each time you land (B, C and 
D) give the turbo a quick two 
second jab. That should do the 
trick. Take the rest of the track (E) 
at full speed. 



* jmvi jumr 


Once you've made it to the 
highest point (A), make sure you 
don't go onto the jump approach 
ramp (B) at too high a speed and 
take the jump (C) at just over 200 
mph. So, brake before the final 
approach (B again), to make sure 
you're hugging the ground, and 
then give it everything you've got. 
The rest of the track (D) can be 
taken at full speed. 
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POWERPLAY LIMITED 

Slackcote Lane, Delph, Oldham OL3 5TW 
Telephone: 0457 876601 Telex: 665012 DTC G. Fax: 0457 871058 
































Mode! N° 200 

Standard clear crystal 
rmcfDsvwtcded joystick 

R.R.P. £14.99 


Model N°203 

Red crysial standard fully 
micfosvwtched joystick 

R.R.P. £12.99 


Model N° 205 

Standard fully microswitched green 
crystal joystick Mo^eiNO^ 

R.R.P. £12.99 Switchable aulofire microswilched 
green crystal joystick 

R.R.P. £14.99 


ModelN 0 204 

Switchable autofire microswitched 
red crystal joystick 

R.R.P. £14.99 


Mode! N° 402 Cassette storage 
system (suitable for double 
computer cassettes, audio 
cassettes and compact disc 
storage) RJft.P. £3.99 


Model N° 401 

C 16 joystick lead 

R.R.P. £5.99 


A selection of Power Plav products 
from an extensive range all available 
from most local stockists. 

Any difficulty in purchasing any 
products please contact Power 
Play direct. 


POWER PLAY LIMITED 
SLACKCOTE LANE 
DELPH, OLDHAM, OL1 5TW 
TELE PHONE: (0457) 876601 
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MAP 


fITCHBLADE 



IT'S IN THERE - 
SOMEWHERE. 


'B' in upright tube 

Dart available 

Vitality Replenish (in block) 

Vitality Replenish 

Proximity Spikes at bottom left 

'S' at top left hidden behind 

pipes 

Flask contains Scorchball 
/ R / available 

Scorchblade in block. A useful 

one to save 

'X' in Flask at the top 

/ S / available 

Blade in lower section. Dart in 
the upper 

Spinblade available. 
Invulnerability in lower passage 
Bonus Orbs on the left. 'N' on 
the right 

Vitality Replenish in lower 
section. Blade in upper section 
Bonuses hidden behind tubes. 
Bladeballs on upper section 
Don't rush into this screen 'cos 
of the Bladeballs. Right hand 
upper chamber has goodies - a 
Blade would come in handy... 
Don't shoot out the block unless 
you want a Fist 

Proximity Spikes in lower right 
section. Flask on the right 
contains a 'B' 

Bonus Orbs fall down shaft on 
the right. Bladeballs must be 
jumped. Flask at the top is 
Scorchball 

'E' in here. Block contains 
Spinblade 

Block hides Vitality Replenish 
The first Scorpoids... 

Spinblade available 
Dart available 
Bladeball alert! 

Bonus Orbs in lower right 
section 

Flask contains Scorchball 
Vitality Replenish available 
Top left Flask contains a 'U', top 
right Vitality Replenish 
Flask contains Spinblade 
Proximity Spikes on lower level. 
Flask contains Spinblade 
'O' at top right 
Watch out for Bladeballs 
'A' at top left 


SHIELD CHIC 

What the dothes-concious Switchblader will be 
wearing this season, courtesy of Giorgio Armani. 

Weapon shields on the right and, erm, the other Strictly for shandy 
bits on th. left. drink.rs only 




& 



A POWER-UP A POWER-UP RESET 

Puts hairs on yer chest ... and then takes a 
lawn-mower to it 


L f l /• [•[' 

Gurkha machete i 
Uzi 



© 



▲ SPEED-UP ▲ SPEED-UP RESET 

Gadzooks! Fast or what! Takes the 's' out of 
speed 


▲ BULLET 


/ SPINBLADE' 

Frisbee citee! 





Just what the cyber 



▲ INVULNERABILITY / f.CO\ 

Well useful, but it only End of level nasties 
lasts 16 seconds don't like it; but your 


! 


grandma might 



A VITALITY REPLENISH ▲ FIREBLADE FRAGMENT 

Almost as good as Has anybody seen the Take this and you'i 

Kendal Mint Cake Brasso? real nerd 
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They don't call Tim 'Bladeknighf for nowt. (Do they? Ed.) ZERO productions 
proudly present o thriller entitled Welcome to the Thraxx Underground. 


ey, wow. This game, man, it's like erm, 
seriously like big , man, you dig? 

Because the screens contain so much detail 
and space is limited, the map is a guide rather than 
an exact copy. Ladders are shown, but none of the 
platforms that link them. So what looks like a blank 
area is probably full of whotsits to clamber over. OK, 
I'm sorry, but you understand my problem. Wife, 
three kids, mortga... (Just get on with it. Ed.) 


GENERAL TIPS 


When you're standing on stone blocks or other bits of 
scenery, certain nasties below can't get you - but you can 
kick them... 

Kick Power Up shields to turn them into Power Up Reset 
shields; similarly with Speed Up shields. 


Once you reach an end of level nasty for the first time, 
work out the best route to reach it in your next game, 
taking into account when you need to pick up the various 
shields. Some cyber weapons are best collected later in 
the game. 

If you're a complete shandy drinker, you may not have 
realised that some blocks can be kicked and punched out 
to reveal shields or bonuses. Also, scenery may conceal 
flasks and bonuses. Go back and check out the blind spots 
after you've dispensed with the enemy - remember, 
there's no time limit so you're not in a hurry. 

Spikelice must be kicked before they get too close. 
Reptilons can hurt you when you're standing higher than 
them on certain bits of scenery, but stone is always safe. 

You can leap wider chasms than you might think. 
Wibble on... 




WAY OUT TO THE lower levels, tune 
■ ww I III next month for part II 
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OPERATION WOLF- 

Not only has all the 
action and game play 
been captured, but so 
has the excitement, 
making it one of 
the most satis¬ 
fying and com¬ 
pulsive shoot- /A 
em-ups to 1 

have 
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in a long JB 
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crystal tips* 



G0UESS GULLY 

This issue, all the stuff on Batman, Shinobl and Beach Volley. Oh and I've 
received some playing tips from a PC owner. Oh dear. You know what they 
say about IBM comparers (as they're nick-named). If you look up 'PC 
Owner 7 in the dictionary, you 7 ll probably find that 7 s it's a synonym for 7 Low 
Alcohol Beer 7 (such is the reputation of these people). But D Hodgkinson 
doesn't seem to be one of those I'll-have-a-Kaliber-tops-and-could-you- 
please-put-a-little-slice-of-lemon-in-it-please gamesplayers - he's sent some 
tips for the recently PC-released Psygnosis hit. Menace. 

MENACE 

To circumnavigate the green blob in the Tropics of Mace simply catch extra 
speed and keep on moving diagonally around the screen until the green 
head is revealed. Then quickly zip in front 
of it and blast it straight into the weeds. 

Don't even attempt to shoot down the dragon 
on the first level as it uses up valuable 
weapons. The same goes for the orange 
missile-firing thing in the Tropics of Mace. 

They probably can be destroyed, but it's really 
not worth the hassle. Extra speed and some 
lasers are handy to destroy the end-of-level 
mutha in where else but the... Tropics of 
Flipping Mace. 

DAfUCSWE 

Mr Hodgkinson also delivered some hints on the subject of the PC version 
of Darkside, Incentive's rather revolutionary release, along with his hi-score 
"for me to laugh at". And how I giggled. I was rolling in the aisles, splitting my sides, 
and even belly-laughed all over the settee. His score is 2,063,100 with an ECD of 4%. 
Hah-hah-hah (adlib hysteria to fade). 

SIRIUS SECTOR: Shoot the bar above the block continuously until it rotates by itself 
and disappears. This lets you get into the door. Use your jet-pack to go up the inside 
of the shaft and run into the crystal. Run into the pentagons on the walls at both ends 
of the corridor. There is also a door on the roof of the store. 

IAPETUS SECTOR: Shoot the block on the wall of the store to reveal an entrance. To 
get into the other end of the store, line up with the disappearing door, hold down the 
fire button and move forward at the same time. 

IO CONFINEMENT: Run into the crystal, stand back, and shoot five shots into the 
slots of each of the pillar boxes flanking the door. The door will open. When you 
leave you will be under the Fomalhaut sector. Once you have been in the 10 
confinement sector, and shot the cones on top of the poles in Umbriel sector - you 
won't be incarcerated anymore. 

MOUTON SECTOR: Run between the legs of the giant monster sheep and shoot the 
horrible pink fleshy bits that dangle from the side of its mouth. When the shepherd 
appears, kick him in the crook. 

GANYMEDE SECTOR: Shoot the posts supporting the block to squash the tank. 

GENERAL INFO: Every crystal you manage to collect will appear in the Crux telepod 

in the Psyche sector. 
Each time you collect 
one, go into the 
telepod, and shoot at 
it. This will teleport 
you behind the force 
field in Thethys, 

Psyche, Pollux or 
Nereid (Pardon? Ed). 
You will then have to 
fly into the letter on 
the wall. The letter will 
appear in Psyche 
above a pair of doors. 
Collect all four of 
them and the doors 
will open* 






*and Alistair 


SHINOBI 

The elusive Enigma of Bristol 
has information that may be 
of interest to all you Ninja Whingers out 
there. Do the following for the following 
effects (I hope you're following this):* 




ON THE TITLE SCREEN: press T' to take 
control of the Japanese logo with the 
mouse (left mouse button will exit). 


DURING THE GAME: Pause game (with 
F10) then press 'Q' for music mode; 
Pause game and then press 'C' for CD- 
ROM mode; (On the Amiga? Cripes. Ed.) 
Pause game and then type 'LARSViii" 
for unlimited credits; Pause game and 
hold down the left mouse button and 
type 'LARSViii' to enter colour mode 
(numeric keypad changes colours). 

ON MISSION TWO, LEVEL TWO: 

Collect four of the five hostages and go 
to the far top right of the level (past the 
exit) and jump - a hidden message will 
appear (spook). 


ON ANY LEVEL: Jumping over any 
hostage six times without picking him 
up will invert the screen. Far out! 




BATMAN THE 
MOVIE 


On the title screen merely 
type "JAMMMM" for infinite lives. 
Insults to shandy-twins, David Foskett 
and Matthew McGrath for that one. 




BEACH 
VOLLEY 

While playing this game type 
in "DADDYBRACEY". Now when you 
want to skip a level press the FI key. If 
you want to keep skipping levels you 
have to really exert yourselves and 
retype the cheat code. 

Yet more approbrium must be 
poured onto the cowardly couple, 

Dpvid Blooming Foskett and, 
Matthew Flippin 7 McGrath. 
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AATARf Hardware Offers 


520 ST POWER PACK 

Amazing value package from Atari! Includes the latest 520ST with 1Mb internal drive, 
games joystick, mouse, user guide, 5 disks of public domain software, plus an Incredible 
selection of chart-topping software (over £500 RRP in total!) Software includes- 

Z £339.oo 

only Inc VAT & delivery 


R-Type 
Afterburner 
Double Dragon 
Super Hangon 
Space Harrier 
Oyeriander 


Pacmania 

Starglider 

Super Huey 

Eliminator 

Predator 

Bombjack 


Out Run 
Bombuzal 
Xenon 
Gauntlet II 
Black Lamp 
Starray 


Nebulus 
Stargoose 
First Music 
First Basic 
Organiser 


1040 STFM SUPER PACK 

Clearance bargain !l Package consists of a 1040STFM with 1Mb internal drive games 
joystick, mouse, user guide, plus 21 extra software titles (£450 total RRP) I 

° nly £379.oo 

Inc VAT & delivery 


Marble Madness 
Beyond Ice Palace 
Thunde neats 
Summer Olympiad 
Arkanoid II 
Eddie Edwards Ski 
Ikari Warriors 


Test Drive 

Buggy Boy 

Quadralien 

Xenon 

Wizball 

Seconds Out 

Zynaps 


Chopper X 
Ranarama 
Starquake 
Genesis 
Black Lamp 
Thrust 

Organiser Business S/ware 


NEW! 1040 STE 

Latest 1040 includes 1 Mb drive, 1 Mb 
F*AM, enhanced graphics, PCM stereo 
sound, plus built-in TV modulator 

£399.00 


1040 STE 

HYPER PACK 

Package includes ‘Hyper Paint’, ‘Hyper 
Draw’, 'First BASIC’ plus ‘Organiser’ for 

£429.00 


520 ST EXPLORER PACK Package includes the latest 520 ST with 

512K RAM, 1Mb Drive and built in TV modulator.. £259.00 


520 STFM 1MEG internal drive upgrade kit with full instructions. 

520 STFM 1MEG memory uprade kit, requires soldering .. 

520 STFM 1 MEG memory upgrade fitted by us. 

Mega ST1 with mono monitor. 

Mega ST2 with mono monitor. 

Mega ST4 with mono monitor. 

SMI24 high resolution monochrome monitor. 

SCI 224 colour monitor. 

Megafile 30Mb hard disk."I!!!!”!!!!!!!!!!"!! 

Megafile 60Mb hard disk. 

Vortex HDplus 40Mb hard disk. 

5.25" External 40/80 track drive (360/720K) IBM compatibie !!!!!.*!!!!!! 

Vidi-ST 16-tone video frame grabber inc. digitising software. 

Philips CM8832 colour monitor with ST cable. 

Philips CM8833 stereo version of above CM8832, plus A/V inputs. 

ITT CP3228 16.5" remote Ctrl TV/Monitor, with ST cable. 

Pace Linnet Modem Pack, includes cable and Comms software. 

Contriver Hi-Res. Mouse including mouse mat & pocket. 

j.20/1040 STF/STFM Joystick accessibility extension adapter. 


.£74.95 

.£79.00 

... £109.00 
... £599.00 
... £849.00 
. £1099.00 
...£119.00 
... £279.00 
... £439.00 
... £589.00 
... £499.00 

.£99.00 

.... £95.00 
..£219.00 
... £229.00 
.. £229.00 
.. £179.00 
.... £22.95 
.£ 4.95 


AMIGA 500 LOW COST RAM UPGRADE 


☆ 512K RAM/CLOCK unit : directly replaces A501 expansion 

☆ Now Includes ON/OFF switch 
ft Auto-recharging battery backed Real-time Clock 
ft Compact unit size ; Ultra-neat design 
ft Uses only 4 D-RAM chips for high reliability 
ft Low power consumption 


RAM Expansion only £69.00 inc. VAT/delivery 

Also available without clock for only £59.00 


External 5.25" 40/80 track switchable floppy drive for Amiga.£114.95 

Omega Projects MIDI Interface including 30" serial connection lead .... £29!95 

ITT CP3228 16.5" TV/Monitor with full rem/ctrl & SCART cable.£229.00 

Philips CM8833 stereo sound colour monitor, c/w Amiga cable.£229.00 

Pye.2325 15" TV/Monitor with Teletext, rem/ctrl, c/w Amiga cable .... £269.00 



Hugely successful 9 pin printer, the Star 
LC10 provides 4 NLQ fonts (96 print 
combinations) at 36cps and 144cps draft. 
Includes 4K buffer and IBM/parallel inter¬ 
face, front panel operation, plus paper 
parking, allowing single sheets to be used 
without removing tractor paper. 


12 MONTHS ON SITE MAINTENANCE 
CONTRACTS FOR ANY STAR 
PRINTER AVAILABLE AT TIME OF 
PURCHASE - ONLY £5.75 EXTRA. 


Only £169.00 

Colour version also available. 

Only £215.00 

Prices include 2 extra 
black ribbons free of charge. 


3.5" Disks 


10 Bulk packed DS/DD 3.5" 
with labels, fully guaranteed . 
25 bulk disks as above. 


disks 


. £ 9.95 
. £22.95 


.£11.95 


10 disks as above with plastic c_ 

25 disks as above, with 40 capacity 

lockable storage unit.., 

Kodak DS/DD 3.5" disks, top quality 
storage media, fully guaranteed. Box of 10 ... £17.95 


. £29.95 


Star LC24-10 multifont 24pin printer, amazing new low price 

Star FR-10 9 pin 300/76cps with 31K buffer, 16 NLQ fonts, 
EE-PROM memory & 12 months on-site maintenance .... 

Star FR-15 wide carriage version of above FR-10. 

Star LC-15 wide carriage version of above LC10. 

Olivetti DM1OOS super 9pin 200/30cps, 1 year on-site warranty ... 

Panasonic KXP1081 reliable + sturdy 9»pin 10" printer 120/24 cps. 

Panasonic KXP1180 feature-packed multifont 9 pin 11". 

Panasonic KXP1124 good specification multifont 24 pin 11". 

NEC P2200 budget 24 pin 168/56cps. 

Epson LX400 (was LX800) budget 10" 180/25 cps. 

Epson LQ400 (features as LQ550) 10" 24pin, 180/30cps. 

Mannesmanr^lany^T-81 130/24 cps. 


£239.00 


£399.00 
£499.00 
£329.00 
... £129.95 
£159.00 
£179.00 
£269.00 
£279.00 
£159.00 
£229.00 
£149.00 


How to order from 

Hr^rrrrnnTO 


Phone us with your 
ACCESS or VISA 
card details on: 
•B 0386-765500 


All prices include VAT and delivery. Express Courier delivery £5.00 extra. 


Send cheque, Postal Order 
or ACCESSIV1SA .card details 


Govt., educ. & PLC orders welcome 

Same day despatch whenever possible 
All goods subject to availability, E.&O.E. 
Open to callers 6 days, 930-530 


Evesham Micros Ltd 

UNIT 9 ST RICHARDS RD 
EVESHAM 
WORCS WR11 6XJ 
© 0386-765500 

fax 0386-765354 


Retail 1762 Pershore Road, Cotteridge, Birmingham B30 3BH Tel: 021 458 4564 

outlets 63 Bridge Street, Evesham, Worcs WR11 4SF Tel: 0386 765180 
also at : 5 Glisson Road, Cambridge CB1 2HA Tel: 0223 323898 























































































































































crystal tips* 


*and Alistair 


IMPROVE YOUR HEX LIFE! 

Well, hack our haddocks if it isn't Jon North himself armed 
with a Woolie s carrier bag filled to the brim with POKEs. 

W e wish you a Merry Christmas, we wish you a Merry Christmas, we wish 

you a Merry Christmas and a Happy New Year! Sorry it's a wee bit belated 
but better late than never, eh ? To celebrate. I've got a bit of a corker lined 
up for you this month. Cheats on Dogs Of War, Forgotten Worlds and a couple of 
others too! Plus a hack for... well you'll just have to wait and see. But first of all it's... 


V COCKUP CORNER If 

We had a couple of nightmares with issue two so here's 
the way things should have been. 


PAPERBOY 

Line 20 should read:20 C=0: FOR 
F=521472 TO 521619 STEP 2 
Line 50 should read:50 IF C<>558730 
THEN END 

Line 60 should read:60 C=521546: 
CALL C 


FRIGHT NIGHT 

Lines 40-60 should read: 

40 C=C+VAL("&H"+A$): NEXT F 
50 IF C<>528590 THEN END 
60 C=768: CALL C 

Meanwhile, back at the 
ranch... 


BARBARIAN II (Amiga) 

I don't know how many members of 
Freestyle UK have yet to grace these 
hallowed pages, but what I do know is 
that Parallax is one of them. Does he 
write awesome mega-fast 3D scrolly 
routines or summat? The answer may 
never be found out, but what he does 
write is infy lives hacks for games called 
Barbarian II. Take it away. Parallax. 

10 REM Barbarian II by Parallax 
20 TOT=0: FOR F=262242 TO 262402 
STEP 2 

30 READ A$:DTA=VALC&H"+A$): 
POKEW F,DTA 
40 TOT=TOT+DTA: NEXT F 


50 IF TOT<>550905 THEN END 

60 C=262242: CALL C 

70 DATA4DF8, E0,2CFC,33FC,4E71, 

2CFC,2,EF9A,2CFC,4EF8,400,2C78,4,2D7C 

80 DATA4,DA,226,4EAE,FD9C,2D40, 

22A,2C56,2C56, 2C56,2C56, 

2C56,2C56,47FA 

90 DATA62,220B,4EAE,FF6A,E588, 

2040,217C,43F8,400, 

16C,217C,7070,E348,170 

100 DATA 303C,2C0,26D8, 51C8, FFFC, 

21 FC,FC,D2,20,46FC, 2700,2C78,4,2D7C,4 
110 DATA 100, FE3A, 4E75, 4, E2, 0, 0, 
4AFC,4,E2, 4,FC,121,F6,0, 0,0,0,4,CC,4446 
120 DATA 303A, 5255, 4E00, 
2843,2920,5041, 5241,4C4C, 4158, 

2038, 3900 


Pranged your kite? Got a wizard tip? 'Binky' Berkmann is 
back from behind enemy lines, so wax up your handlebar 
moustache and prepare to get debriefed. 


ell this Is a bit of a rum do 
and no mistake. Having 
confounded the Bosche and 
ridden all the way back to dear old 
Blighty on my BMW, I got to the 
Officers' mess to find not a sausage in 
the way of tips waiting for me. Damn 
bad show. What are you blighters in 
civvie street doing while we happy few 
are keeping the skies free of Jerry? 
Luckily the chaps in the mess were 
able to throw a couple of hints my 
way. 'Tiger' Moth, still scarred from 
his run in with a squadron of 109's in 
his last op, had a goody for Weird 
Dreams. When in the main room press 
the Help key in the Morse Code for 
SOS and you'll get infinite lives. Clever 


chap Mothy. Pity he couldn't 
remember what the code for SOS is. 
Good old Ginger, loyal as ever, also 
suggested taking the ball down the 
wing then cutting into the 25 yard box 
as a fairly sure way of scoring in jolly 
old Fighting Soccer. 

A squadron of Heinkels has just been 
sighted over the Kent coast so the 
chaps and I are off to give Jerry a 
damn good pasting. By the time we 
get back we expect you to have done 
your bit for the war effort so send your 
tips or probs to Wing 
Commander Marcus 
'Binky' Berkmann, 
14 Rathbone Place, 
London W1P IDE 



AMIGA: Slap in the Workbench 
disk, then the Extras disk 
once it's loaded. Click on 
the Amiga basic icon, 
type in the listing (save 
it if you want), then 
RUN it with the original game 
disk in the drive. If you get 
requesters saying that your disk 
is knackered, don't worry. It's 
just the protection system on the 
disk making it a non-AmigaDOS 
disk. Just cancel the requesters. 
ST & PC: There's no POKEs this 
month (start sending them in) so 
there's no instructions to print. 


FORGOTTEN WORLDS (Amiga) 

If you want infinite lives you will still 
have to type in the listing from issue 
number one, but to play the game 
without, erm, playing the game, (if you 
see what I mean) type ARC on the title 
screen, then N to go to the next stage. 

DOGS OF WAR 

Type TIMBO then press F5 at the start 
of the game for immortality. 

FIRST CONTACT (ST) 

Mothy here chaps, from MicroProse. A 
tip for Rain bird's First Contact. The 
important thing to remember is that the 
aliens' intelligence is quite high, so if 
you blast everything that moves, you 
just create more trouble. So, avoid 
contact with the nasties, use plenty of 
thought and trap them in rooms that 
you can lock. 

SWITCHBLADE (ST & Amiga) 

Type in POOKY as your name on the 
high score table, hold down 1,2,3,4 or 5 
and keep it pressed. Click on END to exit 
table and press fire to get through the 
opening scene-setting screens. The 
different numbers give five different 
entry points into the game. 



Well I'm off now so 
either type in what 
you see before you. 


or buy an ST and a PC and send 
loads of hacks for those two 
machines as well. It may be 
worth your while! Or possibly 
not... but anyway, send your 
stuff to Jon North, IYHL, 

ZERO, 14 Rathbone Place, 
London W1P I DE. Get going! 
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Deja Vu? Bet it's all French to 
you, eh? Well, um... er... it is 
to us too but it's actually the 
section where we take a 
look at spanking new 
formats of old(ish) games 
already reviewed in past 
issues of ZERO. So here's this 
month's selection... 



HARD DRIVIN' 

Domark/£ 19.99/Out now 
(ST Version Reviewed in ZERO 3) 

Paul: This has to of been 
one of the most long 
awaited arcade conversions 
since Brighton Pier. Has it 
lived up to expectations? 
Well it's hard to say really, 'cos Tim's 
been playing it all afternoon and I've not 
had a look in. 

No, seriously folks, this is one of the 
most faithful conversions I've yet seen. 
The graphics look like a straight port 
from the arcade version, though they're 
a bit on the slow side. Sound affects are 
akin to Silverstone without Murry 
Walker. (That's a merciful release at 
least. Ed.) 

In place of the arcade's responsive 
steering wheel, the 16-bit version has a 



hyper-sensitive mouse; over-steering is 
as big a problem in Hard Drivin' as in 
your first driving lesson. Well, my first 
driving lesson anyway. (What do you 
expect if you try a loop the loop on a 
provisional licence? Ed.) 

This is a great driving game with the 
Phantom Photon giving it an extra twist. 
However, as Dune said last month, once 
you've done it - you've done it. 


GRAPHICS © ADDICTIVENESS © OVERALL 
SOUND © EXECUTION © 86 



BARBARIAN II 

Palace/£29.99/Early January 

Paul: Having finished 
Barbarian / lying in a pile of 
my own icons, I made sure 
no one else was in the 
office when I slipped on my 
leopard skin loin cloth to try my luck 
with number two. 

Barbarian II is a medieval quest come 
beat 'em up. Choose your character 
from a Sonny look alike caveman or a 
Cher in a brass bra (Lordy! Ed.), then set 
off across four levels in search of Drax's 
Inner Sanctum. By the time you get to 
there, you'll have battled against a range 
of nasties whose idea of a friendly 
greeting is to bite your head off. 



The use of flip screen graphics spoils 
the combat somewhat. Fighting at the 
edge means fighting something you 
can't see, a mite tricky I'm sure you'll 
have to agree. 

Despite fairly detailed graphics 
Barbarian II is pretty standard beat 'em 
up fare which doesn't quite sustain your 
interest for the duration. 


GRAPHICS © ADDICTIVENESS © 
SOUND © EXECUTION © 



POPULOUS 

Electronic Arts/£24.99/Out now 
Paul: Games don't come 
much better than this 
one. Or if they do, no 
one round here ever lets 
me play them. Brilliant 
imagination, playability and 
graphics mean Populous can take 
on any other game and build castles 
all over it - which is pretty useful 
really, 'cos that's what it's all about. 

Populous is not a million miles 
removed from that old family 
favourite Risk. To gain strength you 
need to provide land for your 
supporters to build on. Creating or 
destroying land or buildings is slick 
and dramatic. Meanwhile, the 





STORMLORD 

Hewson/£ 19.99/Out now 
(Amiga Version Reviewed in ZERO 2) 

Paul: A game that has you 
shooting hearts at fairies 
I and catching their tears 
doesn't sound the sort of 
thing that's going to be a 
big hit in the Gorbbles. (Pardon? Ed.) 
However, despite its 'slightly' cutesy 
theme this is a game for knights, not 
nappy-clad wonderboys. 

Stormlord is an arcade adventure 
which requires guts and guile to release 
fairies and destroy an old witch called 
Badh. In fact it takes so much guile that 
I used up most of my 10 lives trying to 
release the first fairy. Well, the game 
does take some getting in to, but this 
makes it addictive rather than frustrating 
(though it can be that as well). 

Graphically it has a dark, grim feel. 

It's also a bit weird; long distance travel 
comes courtesy of trampolines which 
launch you through parallactic space to 
your destination. 

An intruiging, imaginative adventure. 




computer is doing its own Robert 
Macalpine Jnr impression. War is 
inevitable but not with sticks or 
stones. Earthquakes and floods are 
key components of your armoury. 

One word of warning: playing 
Populous is a bit like stopping a 
herd of charging elephants - it's best 
done with a mouse. 

Although fairly complex to learn - 
the list of keyboard controls alone 
runs to three pages - Populous is 
well worth the initial effort. Like it? 

I want to marry it. (Sorry to 
disappoint you but it's only legal in 
California, I'm afraid . Ed.) 


GRAPHICS © ADDICTIVENESS © 
SOUND © EXECUTION © 
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SPEND AND 
DELIVER! 





*erm... well 4 bits actually. 

t's a hard life being a working highwayman. 

Up at midday sharp, down the Slug and 

Lettuce for a quick wettie or seven and out 
onto the dark forest tracks for a bit of robbery 
in the shrubbery. I mean, somebody's got to do 
it, haven't they? 

What really helps take the pain out of an 
exhausting afternoon of assault and battery is 
my trusty ZERO swag bag. It's just right for 
those awkward tiaras and heavy gold coins. I 
dunno, what with my back and all, I must be 
bonkers. And have you seen the latest 
government pension scheme for highwaymen? I 
should've gone freelance while I had the 
chance. (Stop whingeing and get on with it. Ed.) 

Oh, yes, erm, what next? Ah, the ZERO 
watch. Couldn't live without it. How else would 
I know when the pub opened? And there's 
nothing better to wear of an evening than a 
ZERO T-shirt. It gets pretty sweaty under that 
bloomin' cape, I can tell you. I've got two of 
'em - one for each day of the week. (Eh? Ed.) 


® Less painful than tatooing the famous 

design on your chest. You can bung it in a 
washing machine too. The shirt not your chest, 
dummy. 

O Tie-dye it with sulphuric acid and hey 
presto! Your own ZERO string vest. 

© Handy for keeping, erm, loads of stuff in. 

Designed by Q from James Bond with 
modern underwear in mind. 

O You'll never miss an episode of Neighbours 
again with this little timepiece strapped 
round your wrist. Tells the time in over four 
hundred different languages. 


ZERO MAIL ORDER 

• Please rush me the following by Royal 
Mail highwayman: 

□ ZERO HERO T-shirt £5.99 

(□ Small □ Medium □ Large □ X-Large) 

□ ZERO T-shirt £6.99 

(□ Small □ Medium □ Large □ X-Large) 

□ ZERO watch £ 12.95 

□ ZERO swag bag £8.95 

• I enclose a postal order/cheque for 

£ .made payable to Dennis 

Oneshots Ltd. 

• Please charge my □ Access □ Visa □ Am 
Ex □ Diners Club 

Card number... 

NAME__ 

ADDRESS__ 


POSTCODE. 


SIGNATURE. 
TEL NO_ 


Send the completed form to: ZERO Mail Order, PO 
Box 320, London N21 2NB. Postage and Packing 
is included but overseas readers must include £2 to 
cover shipping. 


ZERO 








































■Hi 






Bionically re l 
legal action 


October 


November 2015 League office disbanded, first 
completely cybernetic player 
fielded. Model ST32 gains 382 
yards rushing in its first game, but 
loses an arm in the process. 

a tace-masking v'Q |atl0n 


P aul “ Bubba k.'Nif'n banned lot 

bionic violation 


October 


September 2008 Randombionictestingenforced 


January 


_ 


Atari ST Screenshots 


©1989TENGENINC.au 



Published by DOMARK LTD, Ferry House, 51-57 Lacy Road, 
London SW15 1PR Tel: 01-780 2224 
Available on: IBM PC, Atari ST, Amiga, Commodore 64 
Cassette & Disk, Amstrad Cassette & Disk, Spectrum -I- 3, 
Spectrum 48/128 

















































































COMPUTER 


music 



CHIPSHOP 



■ Good morning 
campers! Time 
to remove the 
Editor's toupe 
and replace it 
with my Music 
hat. (fx: glue 
coming 

unstuck, rustle as felt fedora 
slips onto shiny pate.*) This 
month, Steve 'Jace' Phillips 
delves further into MIDI and 
looks at who's been using 
what gear and why over the 
past decade • •• 


W heeee! Look at this mum!" 

"Yes dear..." 

"No, look. Isn't this game fab?" 
Cut to dingy screenshot that looks like a 
polar bear with no legs swimming 
through an oil slick. The ZX81 - what a 
machine. 

The micro has come on a long way 
since those dubious days of steam-driven 
computers. (Good job - just can't get the 
coal nowadays. Ed.) There must have 
been something about 'a black box that 
made music' that made it as fascinating 
for musicians as gossip is to Dot Cotton. 

As we all know, computers are now 
used frequently to make music - 
especially pop music - so it seemed like a 
cute idea to look at the computers that 
have come and gone, and what is now 
being used by anyone mad enough to try 
to make music with a machine... 

The first computer to find its way into a 
lot of musicians' homes was the 
Commodore 64. It sounds bizarre now, 
but the sound chip (called SID) that lived 
inside the old Commodore was the best 
on-board sound around. The computer 
even had some of its Basic programming 
language written especially to get the 
most out of poor SID. The big 
breakthrough for the Commodore (and all 
the other micros) came when MIDI was 
invented - now the musicians could plug 
their new keyboards into their computers 
and make them work together. They still 
weren't sure what they were trying to do, 
but it seemed like a good idea at the time. 

Once the CBM 64s had got a foothold 
in the muso's lives, the software came 
thick and fast. Some of it was even quite 
good - the makers of the Steinberg 
software (that includes Pro24 and Cubase) 
wrote their first sequencer for the 
'actually that's a lie - I'm not bald. 



S'Express' Mark Moore looking... orm... like Mark Moore! 


THE FUTURE 


Commodore, and it was used to record 
the first Bomb The Bass and S'Express 
singles. 

By the way, the American guys that set 
up Commodore wenton to start a 
company called Ensoniq that now makes 
some pretty neat synths and samplers - 
check them out if you're looking for a 
good instrument that won't cost as much 
as those from certain other 
manufacturers. But the big problem with 
the Commodore was its disk drive. Not 
only was it temperamental but it was 
sooo slooow. 

Around at the same time as the 
Commodore 64 was the BBC B. If you 
actually went to any of your school 
lessons in the last five to ten years you 
can't have escaped working on a Beeb. 
Many of the musicians of the day looked 
down on the B because they thought their 
Commodores were invented with music 
in mind - which was a shame, because 
the BBC was much more likely to do what 
they wanted. One of the pop people who 
did recognise the potential of the BBC 
was Erasure's Vince Clarke, whose Beebs 
and UMI system have certainly paid for 
themselves in chart hits. 


The only other computer that had any 
effect on the early computer music scene 
was the Apple II. Although the Apple 
wasn't exactly a direct hit, it did attract 
enough attention to help shape the future 
of the Apple Mac - a computer that is now 
used widely in America for making music. 

There's a story that says that the man 
who designed the Atari ST only fitted 
MIDI sockets on the side because his son 
asked him to. Whether this is true, or 
whether it's a story made up to make 
Atari seem like the sort of company that 
cares about kids with technolust, those 
two 5-pin DIN sockets did more for the ST 
than any advertising campain could have 
done. The Atari was a real computer (not 
like those old Commodores and BBCs, 
this one had a built-in disk drive), it also 
had MIDI and it didn't cost a million quid 
and it looked good... What more could a 
starving musician want? Well he could 
have wanted a computer that didn't break 
down whenever he took it out to a gig, 
but that's another story. 

In the States the Apple Mac was taking 
off - it cost a lot less than it did in Britain, 
and the Yanks love to be one up - but in 
Britain the ST changed the way music 
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BACK TO THE FUTURE 



Tim 'Cool Shades' Simenon off Bomb The Bass. 


was being made and who was making it. 

Music Software for the ST appeared 
by the ton: first sequencers, then patch 
librarians, algorithmic composers, more 
sequencers, patch editors, cheaper 
sequencers, mix automators, yet more 
sequencers. And it's still coming out. A 
lot of the best software came from 
Germany and today musicians mutter 
names like Steinberg and C-lab in their 
sleep (many musicians' wives actually 
believe their husbands are sleeping with 
German women). The Stateside software 
teams were busy writing for the Mac, 
believing it to be so much better than the 
Atari that everybody would come round 
to their way of thinking eventually. 
Unfortunately for them, much of the Atari 
software is so good that it's being ported 
across to the Mac for the Americans to 
get their teeth into. 

Back in Britain, other computers have 
found it hard to compete with the ST. 
There are so many STs being used by 
musicians that it doesn't seem to make 
much sense for software writers to write 
for anything else - and each machine is 
only as good as the software available for 
it. Take the descendent of the old 
Commodore 64, the Amiga; it's a good 
machine with dazzling graphics and a 
dedicated following - except among 
musicians. 

The Amiga's greatest success to date 
in music circles must be its use for the 
title sequences for Network 7 and The 
Chart Show. It may not have made the 
music, but it had a lot of musicians and 
music fans watching it in action. 

Fortunately for you Amiga owners out 
there, a program called Music-X gives 
you all the power of the best Atari music 
software complete with some extremely 
overpowering graphics. 

That leaves us with the IBM PC and its 
compatible friends. What position does it 
hold in the world of computer music? 
Whilst the business world is still in love 
with the PC, there's very little musical 
action based around it. That's not to say 
that there isn't any music software for the 



PC - there's just not too much of it and it 
doesn't get to play a part in many of the 
exciting music ventures being made. 
Perhaps it proves that musicians really 
don't have too much in common with 
businessmen. 

One thing business and music do 
share is a fascination for the future. What 
is the music of tomorrow going to sound 
like? And which computers are going to 
be helping make it? One computer that's 
certainly heading in the right direction is 
Acorn's mighty Archimedes - one of the 
descendents of the BBC B. At present it's 
the only 32-bit micro around (which 
means it's very, very fast) and it's also the 
only machine capable of true multi¬ 
tasking (which means it'll do more than 
one job at a time). 

It's early days yet for the Archimedes, 
but the software that's being developed 
for it is threatening to make the Atari ST 
look as daft as the Commodore 64 looks 
now. But before it becomes the musicans' 
computer of the 1990s, the big A has got 
to win over all those Atari-mad 
musicians. It has the power, it could soon 
have the software, but can it take over? 
Only time will tell. 


SOFT TOYS 



ATARI ST 

Steinberg Cubase £499 

C-lab Notator £485 

C-Lab Creator £299 

The Digital Muse Virtuoso £299 
Hollis Research Trackman II £ 199 
Steinberg Twelve £129 

The Digital Muse Prodigy £ 1 29 
AB Software MIDIStudio £99.99 
Gajits Sequencer One £79 

Hybrid Arts EasyTrack Plus £59 



COMMODORE AMIGA 

Microillusions Music-X £228.85 
Erm... Erm... 



IBM PC 

Voyetra Sequencer Plus III £368 

Voyetra Sequencer Plus II £227 

Voyetra Sequencer Plus I £96 

ARCHIMEDES 

EMR Studio 24+ £99 

Pandora Technology Inspiration 
(not yet available) 



HITS 


Steve Phillips gives up a 
promising career as Jason 
Donovan look-alike to 
tickle your MIDI ports with 
more musical tips... 


T o save you digging out last 

month's unmissable copy of ZERO 
(Waddaya mean, you lost it? Don't 
you know when something's valuable? Ed), 
the diagram opposite is of the imaginary 
MIDI (Musical Instrument Digital Interface) 
set-up we're going to use to record and edit 
some music - well, your aunt Nelly might not 
call it music, but we know better. The nerve 
centre of the system is our computer (of 
course) and we're using this to control a 
drum machine (on MIDI chapnel 1), a 
synthesiser (channel 2), a sampler (channel 
3), a couple of synth expanders (channels 4 
and 5) and a reverb unit (on channel 6). If 
you do find last month's damn fine copy of 
ZERO, you'll see we've added another 
expander. This is because we've sold our old 
skateboard, and it'll come in handy in a bit. 

The computer is running 'sequencing' 
software - this turns it into a kind of MIDI 
tape recorder which allows it to record 
digital information describing the notes you 
play (pitch, length, velocity and so on) and 
then to pass it back to the instruments so that 
they can play the sounds you want to hear. 
This information is played into the computer 
from the keyboard of the synth, but once it's 
inside, there are all sorts of unpleasant- 
sounding things we can do with it. 

Since you really want to be a pop star, 
the piece of music you're about to record is 
going to sound exactly like a Stock, Aitken 
and Waterman single - in fact, it's going to 
sound like all of 'em. That way you can be 
sure you can sell it to Jason or Kylie if you 
don't have a hit with it yourself. So you're 
going to need a rock steady (yawn) drum 
track, a bouncing bass line, some inoffensive 
chords, a harmless melody line and a few 
hackneyed sampled vocal effects. 

The first thing you've got to do is decide 
what's going to play what. The decision isn't 
final, but it'll help you get things rolling. 

Well leave the drums to the drum machine, 
give the bass part to an expander, a chord 
part (usually called a 'pad' sound because 
it's used to pad out the arrangement) to the 
other expander and get the synth busy on the 
bass line. That just leaves the sampler to 
throw in the sampled vocals. So let's begin 
laying it down with the drums... 
























MIDI HITS 


music 


One of the first problems you're likely to run 
into with your playing is timing. And there's 
no worse place for loose timing than on the 
drum track - Jason and Kylie's fans have 
enough to think about trying to dance and 
breathe at the same time, without trying to 
follow your idea of 'perfect time'. 

Fortunately for you, the sequencing software 
includes an editing facility called 
'quantization'. This is a way of taking your 
arthritic thrashing and turning it into music. 
Before you can quantize anything you have 
to decide on the level of quantization - for 
example, if you're playing in a simple bass/ 
snare pattern where the bass beats fall on 
every beat of the bar and the snare only 
falls on beats 2 and 4, then you only need 
to quantize to the nearest quarter note (or 
crotchet). Now anything you play that isn't 
in exactly the right place will be moved to 
the nearest quarter note. Some sequencers 
allow you to do this as you record each 
part, while others let you quantize after 
recording. Either way, you can tighten up 
any of the parts - drums, bass line, melody 
line - if you can't play them perfectly. 

The hardest part of quantizing any piece of 
music is working out what level of quantization 
you need. The drums are pretty easy-quarter 
notes for bass and snare, 
eighths or sixteenths for the 
hi-hat - but not everything 
is. You can quantize by trial 
and error - too fine a quan¬ 
tization value and the part 
you've played will still be 
loose, too coarse and you'll 
move the note to the next 
largest step - but it's easier 
if you can work out what 
you're doing. Imagine you 
quantized the bass and 
snare part to half notes - 
instead of falling on beats 2 
and 4 the snare would be 
moved to beats 1 and 3 (as 
they represent the starting 
points of two half notes) and 
the bass drum notes would 
find themselves in pairs at 
the same points instead of 
being four evenly-spaced 
beats throughout the bar. 

It sounds complicated, 
but it's easy once you've got 
used to thinking in fractions 
of a bar. To help you along 
here are a couple of useful 
tips - firstly, smaller frac¬ 
tions (1/64, 1/96) give finer 
quantization. Secondly, if 
your first attempt at quantiz¬ 
ing something doesn't work 
out, your second may make 
it sound completely differ¬ 
ent. This is because you can 
actually end up moving 
events further away from 
where you want them if you 
move them in stages. It's a 
bit like the British idea of 
democracy really! Finally, if 
you're trying to get a hip- 
hop beat or a jazz swing 
beat quantized, you'll have 



to think in what the real musicians 
call triplets - groups of three notes that fall 
in the space of two. Instead of quantizing to 
1/4, 1/8 or 1/16 notes in a bar of 4/4, 
you need to quantize to 1/12 because 
you've got four groups of triplets. 

As you can't play all the drum parts at 
once (makes you wonder how drummers do 
it!), the best way to build up the drum track 
is by playing a separate part on each 'pass' 
of the sequencer. As long as all these parts 
are assigned to the same MIDI channel (see 
last month), they'll all be played back by the 
drum machine as if they are one part. 

The next part you want to record is the 
bass line. One of the trademarks of a SAW 
hit is its lively bass line - and you can't play 
fast enough to keep up with the drums. 
Again the wonderful world of MIDI can 
help. All you need to do is slow the 
sequencer down to a speed that your 
unhelpful fingers can manage. Once the 
part is recorded the sequencer can be 
speeded up again (and quantized if 
necessary) and the bass line will sound as if 
it's been played by a pro. Had you been 
recording the part onto tape, as you would 
in a conventional recording studio, you 
couldn't do this because the notes would 
have sounded higher 
when they were speeded 
up. As it records 
information about the 
notes instead of the notes 
themselves, MIDI doesn't 
suffer from this problem. 

And on the subject of 
notes, what do you do if 
you've got your drum 
and bass parts in shape, 
and play a wrong (or 
'bum') note, as you're 
recording the pad 
chords? After all it's only 
one tiny bum (Titter titter. 
Ed) note amongst all 
those you got right.. Do 
you really have to do it 
all again? Of course not, 
this is music, not a lesson 
with Miss Pringle on the 
subject of The 
Rennaissance. Most 
sequencers will let you 
sort out the mess in 
several ways. You can 
'drop in' at a point just 
before the mistake and 
'drop out' (sorry about all 
the muso jargon) straight 
after it, having played 
the right note in instead. 

Or you can get into an 
'event list' where all the 
notes you've played are 
displayed as a list of 
numbers representing all 
the things a sequencer 
records, find the 
offending note and write 
the correct one in instead 
(a bit like altering Miss 
Pringle's comment on 
your school report). 
Alternatively, some smart 


software will let you 'search' for the mistake 
and 'replace' it with the correct note - this is 
all very well, but you now not only need to 
know what the right note is, but what the 
wrong one is too. 


EXAMPLE OF 
SEQUENCER EVENT LIST 


EVENT TIME 

002:01:03 

002:01:05 

002:01:06 

002:01:07 

002:02:01 

002:02:02 

002:02:03 


EVENT TYPE DATA 


NOTE ON 
NOTE ON 
NOTE ON 
NOTE ON 
NOTE ON 
NOTE ON 
NOTE ON 


E4 

G4 

A#4 

E4 

F4 

A4 

D4 


Now you've got your song to a stage 
where you're ready to add the brilliantly 
catchy melody that you've been humming all 
week and you're sure you'll have everyone 
else humming once they've heard it on Top 
Of The Pops. But there's a problem: the 
melody sounds fine on its own but it doesn't 
work with the rest of the music - it's in the 
wrong key. Of course, you should have 
sorted this out before you started, but your 
MIDI sequencing software (yet again) comes 
to the rescue. You could work out how to 
make the melody fit the rest of the 
recording, but why make things hard for 
yourself when you can get the software to 
transpose all the stuff you've recorded to fit 
in with the melody. Here again, as the data 
recorded in your computer only describes 
the notes you've been playing, you can 
change it. The computer can look at 
everything, work out what note it should be 
if it's, say, a tone higher, and do all the 
hard work. 

The only thing to beware of here is your 
drum track - moving a C# up a note to 
become a D# is fine, but moving the, note 
that's triggering your bass drum up to the 
one that triggers a Chinese finger cymbal 
isn't going to have quite the same effect. To 
get around this one you can either tranpose 
tracks individually (taking care to leave the 
drum track well alone) or use a feature that 
most sequencers have that allows you to 
specify any tracks you want kept the way 
they are. 

All that's left now is to add some corny 
sample effects with your sampler. You might 
spend a few happy hours sampling famous 
people or adverts off the TV, or stealing bits 
of Kylie or Jason off a record, and then 
incorporating them into your aural 
masterpiece. The best part of this is that you 
can ignore all the musical rules and do 
whatever you like... 

There are more advanced editing tricks 
you can use, such as adding pitchbend to 
notes you've recorded or velocity scaling to 
make a crescendo - but they'll keep for 
another day. (We've got to make sure you 
never miss an issue of ZERO somehow. Ed) 
Using these techniques you have enough 
control to turn a vague idea for a song into 
a piece of music, correcting things as you 
go, even throwing out the bad bits and 
putting in whole new sections if you want. If 
only you could edit the pop charts using 
your own computer... 


ZERO 
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■■ mi AMIGA BATMAN PACK 

rr —m 



INCLUDING: BATMAN THE MOVIE 
INTERCEPTOR * NEW ZEALAND STORY 
DELUXE PAINT II * AMIGA BASIC * MOUSE 
3 MANUALS * MODULATOR AMIGA EXTRAS 1-3 
BASIC 1-2 * WORKBENCH 1-3 

THE VERY FIRST (ENGLISH) plus 
10 EXTRA TITLES including 
BARBARIAN * MERCENARY * IKARI WARRIORS 


Sold Separately f699 
(Titles may vary) 

'BUDGET A/CA VAILABLE APB 34 5% 


£399 

£17 month* 


E S 


accessories & 
consumables 



25 MICROSNIPS CERTIFIED ERROR FREE 3y 2 " 

DSDD DISKS.£23.50 

SONY 3'/ 2 " DSDD (BOXED IN 10s).£18.99 

LOCKABLE MULTIPURPOSE DISK BOX 

(Holds 40 3VT DISKS).£8.95 

LOCKABLE ANTI STATIC DISK BOX 

(Holds 80 3y 2 " DISKS).£6.95 

50 3y 2 ” DISK LABELS & DISK BOX.£2.99 

SPONGY MOUSE MAT.£5.95 

LUXURY DUST COVER SUITABLE FOR AMIGA.£7.95 

PHILIPS 8833 DUST COVER.£8.95 

B0WTH0RPE SURGE PROTECTOR PLUG.£11.95 

APOLLO 4-WAY ANTI SURGE 

TRAILING SOCKET.£24.95 

PANASONIC 1081 RIBBON.£4.95 

STAR NL-10 RIBBON.2 for £9.95 

STAR LC 10 MONO RIBBON.2 for f 9.95 

STAR LC-10 COLOUR RIBBON.£7.95 

2,000 SHEETS 60gm MICR0PERF FANFOLD.f 15.95 

2,000 SHEETS 80gm PLAIN FANFOLD.£13.95 

1,000 SHEETS 80gm MICR0PERF.£10.95 


Number 1 

3'/ 2 " DISK IN THE 
WORLD 

TDK CAME TOP OVERALL 
IN 11 CATEGORIES 

TDK MF-2DD 


MRP £33 95 for 10 


£ 14.50 


J| CABLES 


AMIGA/SCART (RGB ANALOGUE).£11.95 

AMIGA/MONITOR (TTL RGB).£11.95 

AMIGA El AJ SOCKET.£11.95 

A500/A2000-CENTR0NICS.£9.95 

RS232 CABLE FOR A500/2000 (state DCE or DTE) £9.95 
AMIGA DISK DRIVE EXT.£14.95 

3 

AMIGA 3’/ 2 " DRIVE. £79.95 

CUMANA 3'/ 2 ” DRIVE.£95.00 

BARE 3y 2 ” DRIVE. £69.95 


M 0 N 1 T 

0 

R S 

PHILIPS 8833 MED.RES. COL. MONITOR ... 

£249.00 1 

COMMODORE 1084 COLOUR. 


£239.00 I 

PHILIPS PROFESSIONAL COLOUR. 


£289.95 | 

BARGAIN 

BUY!!! 


Q-TEC J/ 2 " IMG DRIVE for 
A500/1000 and 2000 

SUM SIZE * LOW POWER CONSUMPTION * 
HIGHLYREUABLE * EXCELLENTR/WPERFORMANCE * 

only £79.95 

Instant Credit Available - Ask for Details 

I UK Postage and Packaging items under £50 add £2 Items under £100 add £5. Items over £100 add 
£10 for Courier Delivery. Includes delivery to you the day after despatch Overseas customers: Europe 
-Full price shown will cover carriage and packaging. Non-European add 5% to total 


37 Seaview Road, Wallasey, 
Merseyside L45 4QN. 
051-630 3013 051-630 5396 

051-691 2008 Fax 051-639 2714 


CABLES 


ST. REPLACEMENT MOUSE LEAD.£5.99 

ST. MONITOR (520 STFM 1 mg 

DRIVE VERSION).£10.95 

520 STFM-PHILIPS 8833/8852 SCART.f10.95 

520/1040-FERGUS0N MC05/MC09.£10.95 

13 PIN OIN TO OPEN END LEAO.£5.95 

ST./CENTRONICS PRINTER LEAO.£8.95 

13-PIN DIN PLUG TO 2 « PHONO 

PLUGS (2m).£5.95 

ST. TO BOTH COLOUR AND MONO MONITORS 

(allows simultaneous connection).£21.95 

ST. TO NEC MULTISYNC/TAXAN 770 + MONITOR 
9-WAY D PLUG to 13-PIN DIN PLUG VIA SWITCH 

BOX (3 DISPLAY MODES).£23.95 

ST. TO MOOEM/RS232C 25W O/PIUG TO 

25W O/SOCKET.£14.95 

4 PLAYER JOYSTICK ADAPTOR.£4.95 

JOYSTICK/MOUSE EXTENSION LEAD .f5.95 

MIDI CABLES (PAIR COILED).£6.95 

FLOPPY DISK DRIVE CABLE.£13.95 

DISK ORIVE EXTENSION CABLE.£13.95 

DISK ORIVE - SHUGART INTERFACE.£28.95 


PHILIPS 8833 MEO.RES. 

COLOUR M0NIT0R1VIRP £343.£249.00 

ATARI HIGH RES.MONO MRP £149.95.£129.00 


P R 1 N T E 

R S 

STAR LC 24/10 MRP f459.00. 

f299.00 

PANASONIC KX P1124 MRP £459.00. 

£299.95 

STAR LC-10 MONO MRP £239.00. 

£189.95 

STAR LC-10 COLOUR MRP £299.00. 

f229.95 

PANASONIC KXP 1081 MRP £199.00. 

£169.95 

CITIZEN 1200 MRP £199.00. 

£149.95 


ACCESSORIES & 
CONSUMABLES 


10 KAO V/ 2 " DSDD MRP £22.95.£14.50 

10 TDK 3y 2 ” DSDD MRP £29.95 

(World's Best).£14.50 

25 BULK CERTIFIED ERROR FREE 3y 2 ” 

DSDD DISKS.£22.50 

LOCKABLE ANTI STATIC BOX Holds 40 3% Disks f 6.95 

50 3y 2 ” DISK LABELS AND DISK BOX.£3.99 

ATARI ST. MOUSE CONTROLLER £24.95 

SPONGY MOUSE MAT.£5.95 

NEW KEMPSTON ST MOUSE.£29.95 

LUXURY OUST COVER suitable for 

1040/520 ST.£6.95 

PHILIPS 8833 DUST COVER.£7.95 

BOWTHORPE SURGE PROTECTOR PLUG.£11.95 

ROMANTIC ROBOT FREEZE FRAME 

BACK-UP DEVICE ...£59.95 

PANASONIC 1081 RIBBON.£3.95 

STAR NL-10 RIBBON.2 for £8.00 

STAR LC 10 MONO RIBBON.2 for £8.00 

STAR LC-10 COLOUR RIBBON.f7.95 


CUMANA 1 mg 3y 2 ” DRIVE WITH PSU. 

Q-TEC 1 mg 3%'' DRIVE INC. PSU. 

ATARI SF 354 y 2 mg DRIVE INC. PSU. 

ATARI 20 mg HARD DISK By TRIANGLE. 

CUMANA Vfi'/W DUAL DRIVE INC. 

PSU - STM ONLY. 

£95.00 

£79.95 

£65.00 

£499.95 

£199.95 


ST. POWERPACK plus £250 SOFTWARE. 

£395.00 


B 2£« 1 1 ?ScTy°1 Instant Credit Available - Ask for Details 

I UK Postage and Packaging items under £50 add £2. Items under £100 add £5. Items over £100 add 
I £10 for Courier Delivery. Includes delivery to you the day after despatch. Overseas customers: Europe 
-Full price shown will cover carriage and packaging. Non-European add 5% to total 


37 Seaview Road, Wallasey, 
Merseyside L45 4QN. 
051-630 3013 051-630 5396 

051-691 2008 Fax 051-639 2714 






















































































































































































































Life on the force is not what it used to be. Gone are the days of 
tootling along in a black Wolsey, bells a-danging, while the 
villains high tail it in their souped up Ford Anglia at speeds of 
up to 25 mph. That might have been all very well for Dixon of 
Dock Green but nowadays Chase HQ cops need Chase HQ cars. 
Try going after General Noriega in a 1954 Wolsey and you'W 
end up eating dust for breakfast. 

The lawmen in Ocean's Chase HQ get to drive Turbo Charged 
Porsches. They could take on Noriega and the entire 
Panamanian army and still be back in time for their three 
w Shreddies. (These guys are seriously tough.) 

If you're a three Shredded Wheat kind of driver why not test your nerve in 
this little compo. You could win, not quite a Porsche, but £300 worth of 
bike generously donated by those speed kings at Ocean. 


Now this is no wobbly old boneshaker as favoured by the village bobby, 
It's a state of the art mountain bike, a Dawes Ascent, plus accessories. It 
may not be as fast as a turbo charged Porsche but it looks nicer, is far 
more ecologically sound and you can keep it under the stairs. 

On top of that there are twenty runners up prizes of the Chase HQ game 
(ST or Amiga only - sorry.) It would be criminal not to enter. 

All you do is match the correct detective (above) with the correct prop from 
the list below. For example if you think Sherlock Holmes is famous for his 
grubby old raincoat, write A next to his name on the coupon. 

When you've completed the coupon stash it in an envelope and send it to 
# TECS # TOOLS, ZERO, 14 Rathbone Place, London W1P IDE. 


RULES 

• Employees of Dennis Oneshots or Ocean caught entering will be 
locked in a deep cell and the key will be chucked off Tower Bridge. 

• Entries received after March 1st will be laughed at and then binned 

• Sending in multiple entries is not the kind of behaviour that 
self respecting dicks indulge in. 

® The Editor is the law. Go on punk, make his day. 


Name. 


Address. 


.Postcode. 


My computer is a. 







































PUBLIC DOMAIN 
LIBRARIES 

are all the same - aren't they? 





Below is a small selection 


* ACCESSORIES/UTILITIES 

ACa - Over SO 1i lee at deck a cce —o riee and utilities on one dfck, great 
ACCS - T1S9 edendfic caicu l ai ta ; 2 format proge, GOODIES accereory (the beet around) 
ACC16 - Mono Emulator makes your TV think fr*g high rez-CODER, eel up your printer 
ACC24 - PRIVATE EYE, eee what’t going an, RAMDISK, STARTUP (3ml utility, very good). 
ACC26 - DATABASE, very good GEM driven program, all youTl ever need. 

ACC31 - ST-SHEET^ g em dri ven SPREADSHEET program, very oonnpreheneive indeed. 
ACC69 - MOUSE POINTER, re-decign your mouse pionto; over 90 on disk already good! 
ACC70 - STICKER, design and print your own disk labels (high-res only). Loads on disk. 
ACC76 - OPUS200, SPREADSHEET with built in charting, the BEST around, lmeg needed. 

* 

Aim - 
ART4 - 
ARTS - 
ART19 - 
* 


ART-DRAWING PROGRAMS 

NE OCH ROME, the standard drawing package, create your masterpiece now! 
MASTERJA INTER, works in all resolutions end supports multiple screens. 
LANDSCAPE, e Racial Generator far those interested in this farina ting world. 
PEARLE, Ray Haring program and HLASTRAM, animatoc4bow prargam to use. 

GAMES & EDUCATION 

GAME11 - KJDGRAPH, KIDGRID, KIDNOTE2, mouse driven oolourful games far youngsters. 
GAME62- KIDSONG, GO-ROUND; NUMBER MAZE ■ shows, great far the younger ST’en 
GAME63- KIDPUBLISHER, desk-tap publishing far kids, (plus instructions far aduhd, great 
GAM ESS- MISTER POTATO HEAD (kkJpotatc*, JIGSAW, QUIZWIZ, STARCHART 
GAMEI9- PICKPOCKET; BARNYARD; (far youngster^ and CRIBBAGE, the dareic game. 

mm 

lto3dtti-££00«d> 


If you want to know more 
about the BEST 
Send S.A.E (22p stamp) 
and state ST for your 
FREE 60 page catalogue 



6 to 10 dicks - £2:75 Mdi 
11 or more disks - £2:90 each 
Prices include Disk, lstClass WLI$ spare label. | 
MaO and phone aden received before noon 
deqiatched am# day GUARANTEED 
Deduct £1 from abowe prices if sending your | 
own blank disk# 


Same day despatch - GUARANTEED (no more waiting) 
Knowledgable staff on hand - ring any time for advice. 
Three years experience collecting/distributing PD disks. 
Huge range of programs sent on Branded, Unbranded media, or 
your own disks, the CHOICE is yours. 


SO, YOU COLLECT DEMO'S DO YOU? 

DEM11*- THE UNION DEMQ singly the BEST demo available on tte SE 
DEM 155- UNION DE MO N o2, tbe legend continues, prepare to be amazed by this one. 
DEM14> THE DEFINIT IVE DEMO by The Lost Boys, lmeg memory needed (but worth ft. 
DBM144- GHOSTBUSTERS DEMO from the ST Squad, the longest scroll in the world? 

DEM145- SWEDISH NEW YEAR DEMO by the Qua Bares, one of the very best around. 
DEMIS4- THE SHUZZ, brilliant AVS video animation and music; fabulous (lmeg needed). 
DfMISB- CALIFORNIA RAISINS, THE cutest animation produced so fa^ (lmeg needed). 

DfAf 144- WHATAHECK DEMO another brflHant dnplay from the Chre Bares (D/Sided) 

CLIP ART A WORD PROCESSORS 

We have over 15 disks FULL of clip art, this is a selection 
WP12 - V3.0 of STWriter Elite, the best PD Word Pro’ available. 
WP23 - EDI MAX, a fast text editor, fully GEM’d, V.Good. 

WP24 - 144 trade marks from the 1920’s 

WP26 - 17 screens of MAC clip art (includes Picswitch/Tinyview) 
WP31 - 21 Screens of ’Whimsical animals and Figures’ 

WP32 - 14 screens of ’Office Humour’ 

WP37 - 22 screens of Toods* 

WP39 - 14 screens of ’Sports* 

WP41 - 15 screens of ’Christmas Designs* 

^|P 1 2 3 4 5 6 7 8 9 10 * 12 MUSIC & MIDI 

| MUS5 - 32 TRACK sequencer, SYNTHI RMCH GENERATOR ETC 
1 MUS23 - MIDI MIKE, MIDISAVE, EZO-SEQuencer, EZQ-1 , FB01 ED’ 

PLUS wb hove hundreds of EZ-Track songs. Voice adhere, Ubroriam etc. Over 30 
dtaka fiJ of tie beet programs far the ST musician. 

plus LANGUAGES, BASIC programs, COMMS/HAM RAOQ GAMES. 
NFORMATION. ASTRONOMY PICTURES cofiptetiona etc. etc. etc. 



SOFTViLLE 


Unit 5, Stratfield Park, Elettra Ave, Waterlooville, HanU P07 7XN. 
24hr Orderline on 

0705 266509 

Fax 0705 2S1884 


VISA 





AMIGA SPECIALISTS 

^HUBERT ROAD, LANGLEY, SLOUGH, BERKSHIRE SL3 7SF. TEL: (0753) 41965. 


TOP TEN SOFTWARE 


BEST OF THE REST 


1. Xenon II . £17-99 

2. Strider . £15-99 

3. Dragon Spirit. £14-99 

4. Batman The Movie. £16-50 

5. Stunt Car Racer . £15-99 


6. Beach Volley. £16-50 

7. Indiana Jones Last Crusade..£ 14-99 

8. Contential Circus. £14-99 

9. Altered Beast. £15-99 

10. Shadow of the Beast . £24-90 


1. Dynamite Dux . £15-99 

2. Interphase. £17-99 

3. Ghouls ‘N’ Ghosts. £16-99 

4. Power Drift . £16-99 

5. Bloodwych . £16-99 


6. Quartz . £16-99 

7. Shuffle Pack Cafe. £15-99 

8. Rick Dangerous. £14-99 

9. New-Zealand Story . £15-99 

10. Paperboy . £15-99 


NEW RELEASES 


1 . The Untouchables .£16-50 

2 . Ninja Warriors.£14-99 

3. Hard Drivin . £14-50 

4. Chase HQ. £1 7.99 

5. Tower of Babel .£17-99 

6 . Double Dragon II .£14-99 

7. Cabal .£i 7.99 

8 . Last Ninja II.£17-99 

9. Operation Thunderbolt.£16-99 

10. Ghosts ‘N’ Goblins .£16-99 

1 1. Infestion . 7.99 

12 . Future Wars.£ \ 6-99 


13. Ghostbusters II . £16-99 

14. Drivin Force . £16-99 

15. Commando. £-j 5.99 

16. Turbo Outrun . £17-99 

1 7. Space Harrier II . £17-50 

18. Moon Walker . £16-99 

19. Tusker . £16-99 

20. Hammer Fist . £i 7 99 

21. Galaxy Force . £17-50 

22. Super Wonderboy . £16-99 

23. Gold Runner 3D. £i 7 99 


Many other titles available on request 


All software tested before despatch. Lots more titles available. If you require a title not advertised please call (0753) 41965. Not all 
I™* at tlme of 9ohg to press. Cheques and Postal Orders should be made payable to: RENEGADE SOFTWARE 

2 HUBERT ROAD, LANGLEY, SLOUGH, BERKSHIRE SL3 7SF. Managing Director: Dean Ward. Please state which format of 
computer you are ordering for ST/AMIGA. 
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ISSUE FOUR 


CONSOLE 


i 


ACTION 



GUN SMOKE 

Go for your young guns with 
Nintendo's shoot 'em up 


ZERO 
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Ill 1 ; U"1 CONSOLE 




THUNDER FORCE 



Techno Soft/£29.95/Sega Mega Drive 



Looks like you've just wasted an alien nerve centre. Now go and look lor more. 


CONSOLE 


CLASSIC 


Will you take a look at 
this! Absolutely stunning 
graphics, sound and 
gameplay. Seriously, the 
game is unreal. It's got to 
be the ultimate in shoot- 
em 'ups with full screen display, 
amazingly fast and smooth parallax 
scrolling and addictive playability. 

Scenario-wise forget it, 'cos as usual 
it's in Japanese. To start with you control 
a space cruiser armed with a double¬ 
cannon forward shot, and a single 
cannon forward and backwards shot. 
Other weapons can be picked up and 
accumulated, but only one can be used 
at any time. As each goodie is collected, 
a female voice screeches out the name of 
the collected item - very nice. Amongst 
the blagables are a claw, breaker, roll and 
lup. A claw is simply a podule that 
circles your ship and prevents some 
enemy fire from reaching you, whilst a 



Ye Gads, what's that? Oh well, perhaps there's 
seme good weaponry to be had from the 
transporter alien approaching. 



Ever heard off a cannon sandwich? 
You're about to become one. Level 
six and things are really starting to 
hot up. But just look at the colours, 
the detail... on second thoughts, 
don't or you won't live long. 

roll is an enhanced version with fire 
power. Breaker is a set of shields which 
lets you plough through anything includ¬ 
ing force fields, and the lup provides you 
with another life, you won't be surprised 
to hear. The claw and roll will remain with 
you for as long as you stay alive, whilst 
the shields only last a little while. 

Beginning the battle on Earth, you 
slowly progress through to the alien 
invaders' home town. It's up to you to 
blast anything that comes at you, and 
destroy enemy installations on terra 
firma. Travelling between sectors is 
achieved either by blasting at strategic 
points in the force field or by using 
shields. Aliens range from pathetic 
homers which are easily disposed of, to 
huge aliens which take up a third of the 
screen and take an age to die. Their 
patterns are as varied as are their speeds, 
some barely moving while others move 
faster than a Sun journalist with a piccy ol 
Prince Willy taking a leak. 

On the first level the aim is to destroy 
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four heavily protected ground 
installations. Move on to the next level 
and you'll have one hell of a shock - it's 
nothing like the first. Well okay, it is in the 
sense that you have to blast things, but 
the view is from the side, and means all 
the tactics you learnt in the first round are 
completely useless. The game alternates 
throughout, and it's almost like having 
two games rolled into one. Each level gets 
faster and more heavily infested with 
aliens. The objectives, while similar, are 
different enough to make you want to 
explore further and further. 

Add stunning colour backdrops, silky 
smooth parallax scrolling and adrenalin¬ 
pumping speeds to the enormous variety 
of aliens and levels, and you have a truly 
monster classic game. This is a game you 
are going to play and play, and because of 
its immense playability you're going to 
load it whenever you've got a few 
minutes spare for a quick blast. Thunder 
Force II is a joy to watch, play and listen. 

Just one thing: I wish I could 
understand what is said before the game 
starts. It goes something like 
niniayayaladdagoodluck. 


THE VERDICT^ 




Level one. You're fflying over the 
Earth's surface and there's lots to 
worry about. The alien base to 
your right needs to be destroyed 
to get to further levels, but there 
are other aliens hovering around 
you which need to be dispensed 
with first... 


Oh dear, looks like a Sprayer got 
to you first. Crashing into him 
won't hurt him, but it sure doesn't 
do much for you. There's always 
next time. 
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ALIEN LIFE FORMS 


The items infesting Thunder Force II range from the relatively 
harmless to the virtually unconquerable. Here are a few... 


BASE 

Four of these are present in 
an overhead level. These 
are the alien nerve centres 
and are normally heavily 
guarded. They also spray 
you with cannon fire. 



ITEM 



Blast these guys to get an 
extra weapon, 1 up, shield 
or claw. 


VIRUS 

These take several hits due 
to their protective coating, 
but don't fire and only 
move in small circles. 




SPRAYER 

A huge son of an alien. It's 
fast, has lots of fire power 
and chases hard. The best 
thing to do is switch to 
back-fire and run away. 


Capcom/£24.95/Nintendo 

Yee ha, ride 'em cowboy. This 
sure is gun toting city, and 
you're the one doing most o' the 
shooting. So strap on yoursix shooter 
and head for them hills pa'tner. 

You're Billie Bob, a real mean son of 
a dog, come-to clean up this ol' mining 
town. There's gold in them thar hills and 
all you have to do is wipe all the drop¬ 
outs, sleezeballs and bandits that have 
taken over the town. 

You start of in Hicksville and slowly 
workyour way, Commando style, uptothe 
Boulders, Commanche Village, Death 
Mountain, Cheyenne 
River and finally Fort 
Wingate. Throughout 
each level you'll be 
attacked by punks, punk 
indians, dynamen (dy¬ 
namite-hurling gringos), 
stabbers, blastos (shot¬ 
gun-brandishing thugs), 
snipers, falling rocks, 
riflemen, indians with 
bows and arrows, fire 
breathing indians and 
axe-throwing indians. 

The aim in each 
level is to kill the boss. Starting with 
level one there's Bandit Bill, Cutter 
Boomerang, Devil Hawk, Ninja, Fat Man 
and finally Wingate. On your travels you 
can pick up extra weapons, such as 
machine guns and magnums, at 
hardware stores. A 'wanted' poster is 



Meet Bandit Bill, he's 
the sucker you're 
supposed to gun down 
on this level. 




Go gettim Billie Bob, gun that no 
good ganster. Don't forget to check 
those barrels, there could be money, 
weapons or even a horse (!) inside. 

hidden somewhere on the level - in a 
barrel or even the hardware store and 
must be found before you can battle the 
bad guy. There's also a horse to be 
found, which you can ride and let take 
the bullets. Too many shots however, 
and it's as good as at the glue factory. 

For a good blast, Gun Smoke is just 
the tonic. It's similar in style, but 
obviously different from and more 
challenging than Commando and the 
action gets fast and furious very quickly. 
It's certainly worth a few gold nuggets 
from them thar hills. 

THE VERPIC TUI 
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WONDERBOY III 

THE DRAGONUS TRAP 

Virgin/£29.95/Sega 

Wonderboy has been changed 
into a lizard by an evil wizard and 
the only way he can be saved is 
by reaching the salamander cross, hidden 
in Monster Land by a crazed dragon. 

Each level has Wonderboy exploring a 
different terrain, for instance there are 
underground caverns, deserts and jungles 



Here's Wonder Boy playing the Lizard Man. 
When the game begins he can blow a lethal 
flame, find lots of money and buy items with it, 
thus becoming a great deal stronger. Hurrah! 



Things look tough now but if he'd bought 
himself a sword and armour at the shop, he'd 
have no problems whatsoever. Serves him 
right for crap planning. 



to traverse. At the end of each level is a 
menacing dragon begging to be dealt a 
death-dealing blow. When each is 
defeated, Wonderboy is transformed into 
a hawk, mouse, piranha or some other 
character, each of which has different 
strengths and weaknesses. 

The journey wouldn't be so bad if the 
land wasn't infested by an enormous 
number of nasty creatures. Fortunately, 
Wonderboy posesses a Swiss Army 
flame thrower to fry anything that gets in 
his path. The creatures frazzled will leave 
behind money or weapons. Pretty kind of 
them really, considering. 

Wonderboy III, with all its unusual 
animal life and odd extras, is enormously 
addictive. Winning is more about finding 
good weapons and repairing your health 
regularly, than defeating dragons and 
mastering other problems. What does 
make it especially fun to play is the way 
Wonderboy changes character the further 
you progress. Each transformation brings 
new problems and solutions and that is, 
to a large extent, what keeps the game 
interesting. Attractive sound and 
graphics, and addictive gameplay make 
Wonderboy III a winna! 


THE VERDIC T £T1 


CONSOLE CHEATS! 


Yowzer! Just look at all these tips, tricks and codes. 
Got a console? Get a look at these cheats. 


THUNDERBLADE 

Sega 

When approaching the end-of-level 
fortress, move to either the left or right 
top corner of the screen and stay there. 
The fortress should blow up without 
you having to touch it. 

CHAN AND CHAN 

PC Engine 

Press buttons I, II and RUN 
simultaneously when you die. You'll 
continue from where you left off. 

IKARI WARRIORS 

Nintendo 

After losing a life hit the buttons in the 
order A,B,B,A,P and you'H get an extra 
three lives. This works for both players. 

WONDERBOY 

PC Engine 

Press any directional key and RUN on 
the title screen to continue the game 
and keep all the gold and weapons 
collected so far. 

VIGILANTE 

Sega 

Hold the diagonal key pointing to the 
top left corner and press buttons one 
and two. You can now select the level 
you wish to start on. 

RAMPAGE 

Sega 

A wee bugette in this game means that 
you sometimes find yourself with a red 
or yellow person in your mouth when 
all you wanted to do was punch up at 
them and eat them. Your score goes 
shooting up. 

ACTION FIGHTER 

Sega 

Type SPECIAL at the enter name prompt 
to start off with a car. 

LEGEND OF ZELDA 

Nintendo 

Here are some useful places to look. The 
sword is found at the start of the game. 
The white sword is located at the top of 
the waterfall and is guarded by a Lynel. 
Towards the top right of the graveyard 
you can find the magical sword 
underneath a grave. Look for the silver 
arrow in the Death Mountain. 

How to kill the end-of-level guardians: 
Level one - kill Aquamentus using the 
bow and arrow. 

Level two - use arrow or sword to kill 
Moldorm. Dodongo doesn't take too 
kindly to swallowing bombs and being 
hit by your sword. 

Level three - use four bombs in the 
centre of Manhandla's body to kill him. 
Level four - hit Gleeok in his neck with 
your sword or arrows. 

Level five - blow your whistle and 
attack with your sword or arrows to get 
rid of Digdogger. 

Level six - shoot arrows at Gohma's eye 
when he opens it. 

Level seven - same as before. 

Level eight - same as before. 

Level nine - confront Ganon by throwing 
the silver boomerang around the screen 
until it hits him. On impact, Ganon will 
appear - he can then be killed by using 
the magic sword and silver arrow. 


Enter your name as ZELDA to start on 
the second quest. 

David Cheng, Co Durham. 

A copy of Ikari Warriors for your 
Nintendo is on the way to you, David. 

DOUBLE DRAGON 

Sega 

You can become invincible on the fourth 
level by jumping up and down 30 times 
(and sticking one hand in your left ear 
while singing God Save the Queen). In 
one player mode this provides you with 
continuous play through to the end of 
the level boss. 

QUARTET 

Sega 

To begin the game with wider shot, 
press the pause button 14 times when 
the title screen is showing. 

GALAGA 88 

PC Engine 

Push the pad up and press the RUN 
button during the title screen to get a 
new set of options. 

GOONIES II 

Nintendo 

Type in the code SUG NY4W T!NUU!UF 
to get all the equipment you're ever 
likely to need. 

MIKE TYSON 
PUNCH OUT 

Nintendo 

To tackle a new order of boxes enter 
1357924680 as the pass code. Hold 
down SELECT, A and B simultaneously 
and you'll be promoted to another 
World circuit. 

DUNGEON EXPLORER 

PC Engine 

To start on level four with a different 
character type in the code JBBNJ 
HDCOG. You will turn into a princess 
with more speed and hit points than 
any other character. 

Don't collect the crystal immediately 
after killing the end-of-level baddie. 

Wait until the crystal turns purple 
before collecting it; it'll give you a lot 
more hit points than usual. 

The following are the passwords to get 
you through the various levels: 

2 P AUFJ DOLOE 

3 P ACDFD HIFNI 

4 P AKJFJ HKANM 

5 P ABGPG HJFMK 

6 P ADMFM HLAMO 

7 P AKLCL FNLMG 

8 P AFLHL FMLOE 

9 P ACLNL FOOOA 

10 P AELCL FIBOM 

1 1 P ABBFB FCCDM 

12 P AMLPL FKHDI 

13 P AJLGL GNING 

14 P AGBOB JHLAG 
Stephen Easter, W Yorkshire. 

Great tips, Stephen. A surprise game for 
your PC Engine is on the way. 

LEAVE A TIP 

Send your console gaming 
tips, tricks, maps and 
solutions to Cheat!, 

Console Action, ZERO, 1 4 Rathbone 
Place, London, W1P IDE. You could 
win the latest game for your machine. 
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LEADING THE WAY WITH' 
PRICES FOR THE 1990’s 


ELITE Editor (£9.95) 

Edits: □ Commander s Name 

□ Legal Status 

□ Credits 

□ Equipment 

□ Cargo 

j Weaponry 

j Next mission to be played 
ahd countdown to it 

□ Planet 
j Galaxy 

Waiting around for a missiorf? Cut down the 
waiting time to mere seconds! Mission too tricky 
for you? Skip on to the next one! Lost your 
cargo to some Thargoid scumball. Get it all 
back for free! Cops after you? Change your 
legal status to clean! Outgunned by the 
pirates? Have a megablast at no charge! Stuck 
in the middle of nowhere? Jump to somewhere 
completely different without using a drop of 
fuel! A little strapped for Cash'’ Have LOADSAMONEV 


F-16 Combat Pilot Editor (£4.95) 

Edits: j Pilot s Name 

j Pilot s Callsign 
j Squadron 
j Rating 
j Hours & Kills 
j Campaign Hours & Kills 
j Aircraft Lost 
j Missions Completed 
j Next Map To Be Used 
Want to play Operation Conquest but can t 
complete all the missions? Sure - just cheat and 
alter your mission marks! Like the map you're 
playing on, don't want a new one for your next 
campaign? No problem! Wipe those black 
marks from your record? Easy! Early promotion? 
Why not! Wanna be topgun? Sure go ahead! 


GUNSHIP EDITOR (£4.95) 

Edits: j Pilot s Name 

□ Score 
j Status 

□ Rank 

□ Decorations (medals etc) 

□ Reprimands 

So you're missing in action or just plain dead? 
Show God a thing or two and resurrect yourself! 
Wanna show your gongs to the ladies! (oo-er!) 
Here, have a congressional medal or two... 
Want some more stripes on your sleeve? 
Certainly- Colonel! Wipe those nasty 
i^^^repnmands^ 


AIRBOURNE RANGER EDITOR (£4.95) 

Edits: j Rangers Name 

j Score 
□ Status 
j Rank 

j Campaign Duty 
j Decorations 

Stuck on a campaign with nowhere to go? 
Sneak out with ease! Dead or missing? Nah 
must have been a mistake... Want some more 
medals? Sure. Add 0 little to your score? Ok! 
Want to go up in the ranks? No problem! 


71 Wadham Road, North End, Portsmouth, Hampshire P02 9ED 
Telephone: (0705) 670878 

Special Offers!?! Any less and we’ll be giving them away. “And why not?” I hear you 
ask? Because we’re not as silly as the competition looks!! What competition? With 
Xenon Technology there Is no competition! 

e XENON (zen', zen'on) a zero-valent element (Xe. atomic number 54), a heavy gas present in the 
atmosphere in proportion of 1:17 x 10E7 by volume. 

e TECHNOLOGY (tek 'n-o-lo'ji) the practice of any of all of the applied sciences that have practical 
value and/or industrial use: technical method(s) in a particular field of industry, 
e XENON TECHNOLOGY (zen'on tek 'n-o-l-lo'ji) the best definition! 

COMMODORE AMIGA SOFTWARE 

A.P.B. (Tengen).12.75 

Bad Company (Logotron).16.45 

Barbarian II (Psygnosis).15.75 

Batman: The Movie (Ocean).14.95 

Beach Volley (Psygnosis). 15.75 

Bloodwych (Image Works)..16.45 

Cabal (Ocean). 14.95 

Continental Circus (Virgin).13.45 

Damocles (Novagen).16.45 

Demon's Tomb (Melbourne House).12.75 

Dragon Spirit (Domark)..12.75 

Drivin' Force (Digital Magic).15.95 

Fiendish Freddie's big Top 'O Fun 

(Mindscape). 16.45 

Future Wars (Delphine/Palace).15.75 

Galaxy Force (Activision). 16.45 

Gemini Wing (Virgin).12.75 

Ghostbusters II (Activision).....16.45 

Gridiron (Bethesda)..16.45 

Highway Patrol (Infogrames).15.75 

Infestation (Psygnosis)....16.45 

Interphase (Image Works).16.45 

Iron Tracker (Infogrames)..12.75 

Ivanhoe (Ocean)....15.75 

Laser Squad (Blade).13.45 

Never Mind (Psyclapse)......13.45 

Operation Thunderbolt (Ocean).16.45 

Populous: Promised Lands (Electronic Arts)... 6.45 

Powerdrift (Activision).16.25 

Quartz (Firebird).16.45 

Shadow of The Beast (Psygnosis).24.45 

Space Quest III (Sierra).16.45 

Strider (US Gold).16.75 

Stryx (Psyclapse). 12.75 

Super Wonderboy (Activision).15.95 




Action Fighter (Firebird). 

.16.45 

A.P.B. (Tengen). 

.13.45 

Batman: The Movie (Ocean). 

.13.45 

Beach Volley (Ocean). 

.13.45 

Blade Warior (Image Works). 

.16.45 

Cabal (Ocean). 

.13.45 

Chaos Strikes Back (FTL). 

.12.99 

Demon's Tomb (Melbourne House). 

.13.45 

Dragon Spirit (Domark). 

.13.45 

Dynamic Debugger (Image Works). 

.16.45 

Elite Editor (Xenon Technology). 

. 9.95 

F-16 Combat Pilot Editor 


(Xenon Technology). 

. 4.95 

Falcon Editor (Xenon Technology). 

.13.45 

Falcon (Mirrorsoft). 


Falcon Mission Disk Volume 1 


(Mirrorsoft). 

.13.45 

Ferrari Formula 1 (Electronic Arts). 

.15.85 

Fiendish Freddie's Big Top 'O Fun 


(Mindscape). 


Future Wars (Delphine/Palace). 

.16.45 

Gemini Wing (Virgin). 

.13.45 

Gridiron (Bethesda). 

.16.45 

Gunship Editor (Xenon Technology). 

. 4.95 

Highway Patrol (Infogrames). 

.16.45 

Hound Of Shadow (Electronic Arts). 

.16.45 

Infestation (Psygnosis). 

.16.45 

Interphase (Image Works). 

.16.45 

Iron Tracker (Infogrames). 

.13.45 

Ivanhoe (Ocean). 

.13.45 

Laser Squad (Blade)... 

.13.45 

Matrix Marauders (Psyclapse). 

.13.45 

Never Mind (Psyclapse). 

.13.45 

Ooze (Dragonware). 

.16.45 

Populous: Promised Lands 


(Electronic Arts). 

. 6.45 

Silkworm (Virgin). 

.13.45 

Stryx (Psyclapse). 

.13.45 

Stunt Car (Micro Style). 

.16.45 

The Lost Patrol (Ocean). 

.13.45 

The New Zealand Story (Ocean). 

.13.45 

Triad II (Psyclapse). 

.16.45 

Xenon II Megablast (Image Works). 

.15.45 

Xenophobe (Micro Style). 

.16.45 

COMMODORE AMIGA 

PERIPHERALS 


Konix Navigator Joystick (Auto Fire). 

. 8.99 

Sureshot Zipstick (Auto Fire). 

.12.95 

Konix Speedking (Auto Fire). 

. 8.99 

Mouse Mat. 

. 3.35 

Dust Cover... 

. 3.35 

10 x 3.5" Floppy Disk inc labels. 

. 6.80 


The New Zealand Story (Ocean)...15.75 

The Untouchables (Ocean)..... .16.35 

Xenomorph (Pandora).16.35 

Xenon II Megablast (Image Works).15.55 

Xenophobe (Micro Style).16.45 

COMMODORE AMIGA HARDWARE 

Commodore A590 20MB Hard Drive.348.95 

Commodore A590 CMOS RAM Chips xl 

(128k).13.95 

Commodore A590 CMOS RAM Chips x4 

(512k/0.5MB). 48.95 

Commodore A590 CMOS RAM Chips x8 

(1024k/1 MB).98.95 

Commodore A590 CMOS RAM Chips x12 

(1536k/1.5MB).148.95 

Commodore A590 CMOS RAM Chips x 16 

(2048k/2MB).198.95 

External Floppy Disk Drive.68.95 

Cordless Mouse.117.95 

Commodore A501512W0.5MBRAM 

Expansion for A500.109.95 

Minigen.99.95 

Commodore A520 Modulator.22.95 

Commodore MPS 1200S Serial Printer.159.95 


NEW RELEASE — FALCON EDITOR £5.95 


VIDI-Amiga.79.95 

VIDI-Amiga PAL.94.95 

All products are despatched within 24 hours (subject to availability) by First Class post. All 
new titles are despatched when released. All prices shown are fully inclusive of VAT, 
postage, packaging and a full guarantee (pleae add £1.35 per item overseas). Please 
make cheque or postal orders payable to "Xenon Technology". For a full catalogue send 
an SAE. 

To order simply write on a piece of paper, your name, postal address, a telephone number 
(if possible, only used if absolutely necessary), and the software title (with the machine 
model). Then put in your payment (either a cheque or a postal order) and then pop it in the 
post (not forgetting of course our name on the front of the envelope and a stamp). 

VA TRegistration Number: 543 9020 57. Proprietor: Steve Lowe. 

Note: Xenon Technology is Mail Order Only. 












































































































































BARGAIN SOFTWARE 60 Boston Road, London W7 3TR 

Other branches — 309 Goldhawk Road, London W12 8EZ 
★ 18 Market Square, Leighton Buzzard, Beds 

★ Unit 33/34, Rumford Shopping Hall, Romford 

★ 675 Holloway Road, Archway, London N19 

★ Pitsea Market, Stand B13 1/2 every Saturday 


BUY BY PHONE 
01-741 1222 
01-995 3652 
0525371884 


PRICE PROMISE 

If you wish to purchase any product from our list and find that you can buy the 
same product cheaper from another mail order company. Simply enclose the 
lower amount, stating the name of the other company and where you saw the 
advert. (It must be the current issue.) Price Promise does not apply to other 
companies "Special Offers". 


ENQUIRIES 

RING 

01-567 7621 
office hours only 
10am —6 pm 


CHART TOPPERS 


FANTASTIC OFFERS 


ST AMIGA 


ST AMIGA 


A.P.B. 

12.99 

12.99 

Altered Beast 

14.99 

17.99 

Balance of Power 1990 

15.99 

15.99 

Batman Caped Crusader 

11.99 

14.99 

Batman The Movie 

11.99 

14.99 

Beach Volley 

11.99 

14.99 

Castle Warrior 

12.99 

12.99 

Continental Circus 

12.99 

12.99 

Dragon Spirit 

12.99 

12.99 

Drakkhen 

21.99 

21.99 

Dynamite Dux 

17.99 

17.99 

F-29 Retaliator 

11.99 

14.99 

FI5 Strike Eagle II 

15.99 

15.99 

Footballer of the Year II 

14.99 

14.99 

Ghostbusters II 

14.99 

17.99 

Ghouls 'n' Ghosts 

14.99 

17.99 

1. Jones + Last Crusade 

14.99 

14.99 

Interphase 

15.99 

15.99 

K Dalglish Soc Match 

12.99 

12.99 

Kult 

15.99 

15.99 

Laser Squad 

12.99 

12.99 

Last Ninja II 

17.99 

17.99 

Lords of The Rising Sun 

15.99 

19.99 

New Zealand Story 

11.99 

14.99 

Paper Boy 

12.99 

12.99 

Player Manager 

12.99 

12.99 

R.A.C. Lombard Rally 

15.99 

15.99 

Rally Cross 

12.99 

12.99 

Robocop 

11.99 

14.99 

Run The Gauntlet 

11.99 

14.99 

Shinobi 

12.99 

12.99 

Shuffle Puck Cafe 

12.99 

12.99 

Siipheed 

17.99 

22.99 

Star Wars Triology 

15.99 

15.99 

Steel 

12.99 

12.99 


ST AMIGA 


ST AMIGA 


Strider 

Stryx 

Super Wonderboy 
Targhan 
Thunderbirds 
Tower of Babel 
Verminator 
Weird Dreams 
Xenon IIMegablast 


14.99 


17.99 

12.99 


12.99 

17.99 


17.99 

15.99 


15.99 

10.99 


10.99 

15.99 


15.99 

15.99 


15.99 

15.99 


15.99 

15.99 


15.99 




Action Service 
Afterburner 
Archipelagos 
Billiard Simulation 
Captain Blood 
Casino Roulette 
Chariots of Wrath 
Crazy Cars II 
De Ja Vu 


4.99 

8.99 

5.99 

4.99 

6.99 

3.99 

15.99 

12.99 

6.99 



BEST OF THE REST 



ST 

AMIGA 


ST 

AMIGA 

Barbarian II. 

.15.99 

15.99 

Operation Thunderbolt. 

11.99 

14.99 

Blood Money. 

.15.99 

15.99 

Out Run. 

6.99 

6.99 

Bloodwych. 

.15.99 

15.99 

Pirates. 

15.99 

15.99 

Bomber. 

.17.99 

17.99 

Populous. 

17.99 

17.99 

Chase HQ. 

.11.99 

14.99 

Populous Promised Lands.. 

7.99 

7.99 

Contact. 

.15.99 

15.99 

Powerdrift. 

14.99 

17.99 

Double Dragon. 

.12.99 

12.99 

Red Heat. 

11.99 

14.99 

Double Dragon II. 

.....12.99 

12.99 

Renegade III. 

11.99 

14.99 

Dungeon Master. 

.14.99 

14.99 

Running Man. 

12.99 

12.99 

F-16 Combat Pilot. 

.15.99 

15.99 

Silk Worm. 

12.99 

12.99 

Grand Prix Circuit. 

.17.99 

17.99 

Star Trek V. 

15.99 

15.99 

Hard Drivin'. 

.12.99 

12.99 

Stunt Cars. 

15.99 

15.99 

Kick Off. 

.12.99 

12.99 

Switch Blade. 

14.99 

17.99 

Lost Patrol. 

.11.99 

14.99 

Tintin on the Moon. 

12.99 

12.99 

Master Grand Prix. 

.12.99 

12.99 

Toobin. 

12.99 

12.99 

Micro Prose Soccer. 

.15.99 

15.99 

Turbo Outrun. 

14.99 

17.99 

Millenium 2.2. 

.17.99 

17.99 

Untouchables. 

11.99 

14.99 

Moonwalker. 

.14.99 

17.99 

Vigilante. 

11.99 

11.99 

Navy Moves. 

.14.99 

17.99 

War in the Middle Earth. 

12.99 

12.99 

Ninja Warriors. 

.12.99 

12.99 

World Class Leaderboard... 

7.99 

7.99 


COMPUTER HITS TWO only £9.99 


TRIAD II 

ST £15.99 Amiga £15.99 

Tetris, 

Baal, Menace 

ST -Tetris, 

Tracker, Joe Blade, 
Tau Cati 

AMIGA -Tetris, 
Joe Blade, Golden Path, 
Black Shadow 


PREMIER COLLECTION 

ST £12.99 

Exolon, Nebulus, Neatherworld, Zynaps 


STORY SO FAR 1 

ST £15.99 Amiga £15.99 

Ikari Warriors, Battleships, 

Beyond The Ice Palace, Buggy Boy 

TRIAD 

ST £12.99 Amiga £12.99 

Starglider, Defender of the Crown, Barbarian 
(Psynosis) 


STORY SO FAR 3 

ST £15.99 Amiga £15.99 

Thundercats, Bombjack, Live and let Die, 
Space Harrier 


Dragon Scape 

4.99 

N/A 

Eliminator 

N/A 

5.99 

Elite 

15.99 

N/A 

Empire Strikes Back 

8.99 

8.99 

FI 8 Interceptor 

N/A 

9.99 

Gold Rush 

14.99 

N/A 

Hostages 

11.99 

14.99 

Kings Quest IV 

14.99 

N/A 

M-Cache 

4.99 

N/A 

M-Disc Plus 

4.99 

N/A 

Mafdet 

3.99 

3.99 

Manhunters 

9.99 

N/A 

Mi-Print 

4.99 

N/A 

Not a Penny More Nor Less 

1.99 

N/A 

Operation Neptune 

8.99 

N/A 

P. Beardsleys Int. Soc. 

N/A 

7.99 

P.O.W. 

N/A 

12.99 

Prision 

N/A 

4.99 

Return of the Jedi 

8.99 

8.99 

Sargon III 

4.99 

N/A 

Space Quest II 

11.99 

N/A 

Spidertronic 

3.99 

3.99 

Spy vs Spy 

6.99 

6.99 

Star Wars 

8.99 

8.99 

Starglider II 

14.99 

N/A 

Stargoose 

6.99 

N/A 

T.N.T. 

5.99 

N/A 

Targhan 

N/A 

9.99 

Teenage Queen 

8.99 

N/A 

TV Sports Football 

15.99 

15.99 

Wanted 

5.99 

5.99 

3 y 2 " DISC 


2 for 1 lifetime guarantee 

10 x3y 2 "DSDD Discs. 


.7.99 

20 X 3y 2 " DS DD Discs. 


.14.99 

50 x 3)4" DS DD Discs + 1 Free Storage Box....37.50 

100 x 3%" DS DD Discs + 1 Free Storage Box..69.99 

200 x 314" DS DD Discs + 1 Free Storage Box 129.99 

500 x 3)4" DS DD Discs + 1 Free Storage Box304.99 

All Discs offered are supplied with labels 

and individually sleeved 



BARGAIN ORDER FORM 

Please send me the following titles. Block capitals please. 
Type of computer: 


ZERO FEBRUARY 


Title 

Amount 









* Personal Callers Only T ° tal enclosed £ 



Name. 

Address . 


Postcode. 


Tel. No. 


Please make cheques and postal orders payable to BARGAIN SOFTWARE 
Orders under £5 please add 50p per tape P&P: Over £5 is FREE, Europe please add £1.00 per tape. 
Elsewhere please add £1.50 per tape. 

These are mail order prices only. Shop prices may vary. 







































































































































AMERICAN 

Virgin Mastertronic/£29.95/Sega 

Hut, hut, hut... er, sorry, wrong 
sport. Duck, duck, duck. This ain't 
no stint with Yogi bear down in 
Jellystone Park. (Eh? Ed) No siree, this is 
for real. You - you old, red-blooded 
bastion of America's national sport - get 
to play against America's cream. Don 
your balloon trousers and peaked cap 
and pick your pew inside the diamond. 

Yo man, let's hit the dust. Get a life. (Get 
on with it, man. Ed.) 

It's up to you to manage a baseball 
team and try to take them to the World 
Series. You can play American Baseball 
against the computer or, if you want to 
instil a real air of competition, play 
against a friend. Four modes of play 
exist: exhibition game, tournament, 
watch mode and home run contest. 

In exhibition mode you choose one of 
26 National League franchises and get to 
compete in three games to find the best 
players. In tournament mode you must 
pick a team either from the American 
League or National League, and attempt 
to progress through Division 
Championships, League Championship 
and finally the World Series. 




yiniaii 

1 BULL!! 

!tv a y 

lit*.. »«j 8 n 
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'Ere we go, 'ere we go, 'ere we go. Oh. 
Sorry, wrong sport. Um, wrong country. 

Watch mode is simply a demo in 
which the computer (ahem) plays with 
itself. You can learn a lot by checking out 
what the computer does so it's a good 
idea to watch a few computer versus 
computer games. Home Run Contest 
mode gives you the chance to improve 
your batting skills. Here you select the 
team and players to use and then 
control them as they take turns to bat. 

The objective is to hit as many home 
runs as possible. Bit like rounders really. 

Of course, tournament mode is the 


Just swing, whack that ball and watch it 


major one. Choose one of 26 teams from 
up and down America and one pitcher 
from the selected team. As manager, it's 
important to make a good decision, as it 
can be the difference between winning 
and losing, and is instrumental in 
determining whether you keep your job 
at the end of the season. 

Depending on the side you chose to 
control, you'll have different ways of 
starting. When batting, you'll need to 
move your batter left and right to get 
him into the correct position and then 
swing when the pitcher throws, ff you're 
defending, you need to scan the game 
scene and choose a pitch. When a batter 
hits the ball he immediately makes a run 
towards first base - told you it was like 
rounders. If it's a good hit you can keep 
pressing the button to send him off to 
second, third and then home. If you hit a 
home run into the crowds, the batter will 
automatically run round the lot. 

When the time comes to control the 
pitcher, left curve, right curve or a 
speedup ball can all be thrown. As 
pitching is one of the most important 
skills of the game, it needs to be 
mastered straight away. 

American Baseball's strong point is 
the enormous control you have over 
how your team moves and reacts. 
Generally though, this means the winner 
is usually the most nimble with the 
control pad. Unfortunately, it also means 
that it's difficult to remember which 
controls are needed in particular 
instances, and you'll often need to hit 
the pause button just to take stock of the 
game scene and assess your progress. 

If you like baseball then there's little 
doubt that you're going to enjoy this, 
particularly if you intend putting in the 
kind of hours needed to take a team all 


the way to the World Series. It's 
unfortunate that there's no way of 
saving progress - it can be very 
annoying to get as far as the World 
Series and have to switch off and lose 
the position. Otherwise, Baseball is 
excellent. It has some massive sprites 
which move very fast and are for the 
most part well animated. Combine these 
with an engrossing version of baseball 
and you have one hell of a game. 


THE VERDICT 




Wham!! A home run sends the ball smashing 
into the crowd and your runner heads oft like a 
batter out of hell. 



Yep, you've done it! It's God bless America and 
blueberry pie a-go-go. 


ZERO 
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stage you must battle a humanoid 
robot - these are terrible beings 
with deadly powers, (Oh I see, a 
bit iike Zippy from Rainbow? Ed.) 

The end-of-level characters 
include Cutman, Elecman, Fireman, 
Gutsman, Iceman and Bombman. 
Each robot has a special power 
which you can usually work out 
from its name. For instance, 
Elecman shoots pulsating bolts of 
blue electricity while Iceman will 
try and freeze the... (I think we get 
the picture. Ed.) 


Jh Get out your hairy chest 
flpH wigs for this one. Coming 
soon from Capcom is Mega 
Man, a game in which you become 
a super-human on a mission to 
stop Dr Wily (Is that one 'I' or two? 
Ed.) and his humanoid robots from 
taking over Monsteropolis. 

To begin with you're armed 
with just a laser, but as you defeat 
the evil robots you take over their 
powers. There are six levels to 
overcome before the final battle 
with Dr Wily. At the end of each 


ZERO 
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ENGINE TROUBLE 

No UK distribution for Japan's PC Engine II 


Y ou've been getting all over¬ 
excited, haven't you? Sitting 
there, chewing your nails, waiting 
for Engine II: The Sequel to hit the streets 
in all its 16-bit glory? Well, brace yourself, 
all is not what it seems. Despite rumours 
to the contrary, NEC's new PC Engine II or 
Super PC Engine just launched in Japan 
has not evolved into a true 16-bit 
machine. It remains with the same 8-bit 
Z80 processor that graces the PC Engine 
available through grey importers in this 
country. And even more upsetting is the 
fact that there are no plans to ship the 
machine to the UK because the initial 
production run is only 50,000. 

So what has changed from the Super 
Engine? Well very little it would seem, 
apart from the console's casing and 
graphics capabilities. The Super PC 
Engine's case is three times larger and 
almost three times as heavy as the 
original version. There really 
isn't any reason for this 
but it's presumably 
happened because 
NEC want you to think 
you're getting more for 
your money. 

On the other hand, playing 
power seems vastly increased. 

Hudson Soft (the programmers of 
classic shoot 'em up Gunhed) have 
designed the custom graphics chips 
which by all accounts are blimmin' 
incredible. Up to 128 sprites can be 
manipulated on screen at once (twice 
what the original Engines can handle) and 


it has two background screens rather 
than one, removing flicker and allowing 
sensational parallax scrolling. 

Main memory now totals 32K, 24K 
more than the PC Engine and video RAM 
has been boosted to 128K from 64K. This 
means that even more complex screens 
can be scrolled at even greater speeds. 
Think of the best PC Engine software and 
then imagine twice the quality. You can 
expect some pretty underwear-wetting 
games on this beastie... 

The good news is the Super Engine 
costs 40,000 Yen (around £170) but here's 
the bad: grey importers won't be able to 
get their hands on any machines. They'll 
all be snapped up in console-crazy Japan 
in a week. Streuth! 


CAN'T GET ENOUGH? 


Getting hold of 
PC Engine 
software in this 
country is 
difficult, so you'll be pleased to know 
that Micro Media on (0743) 271792 have 
the following ROM cards in stock: Japan 
Warrior ; Cateball, Pacland, World 
Stadium Baseball, R-type 1, Galaga '88, 


Doremon, Space Harrier, Dragon Spirit; 
Vigilante, Son Son II, Honey Sky, Golf 
Boy, Naxat Open, Ordyne, Twin Final 
Lap, World Court Tennis, Tiger Heli, 
Power Golf, Cybercross, Power League 
Baseball II, Rock On and Bloody Wolf. 
The following are on CD ROM: Street 
Fighter, Altered Beast, Wonderboy II, 
Wonderboy III. 


S Micro Media are 

sponsoring a telephone 
helpline for all PC Engine 
owners having trouble with 
games or wanting to know 
about the latest software 
releases. Said Andrew Smales 
at Micro Media, "If someone 
gets stuck for instance, on 
level three of a game, we can 
tell them the best way of 
overcoming the problem." 
What helpful chaps. The 
number to dial is (0653) 
600381 - the line is open from 
9am to 9pm. 

r"\ Nemesis is due out for the 
I, J Nintendo Game Boy in 
~L1D the States and Japan at 
any time now. The number of 
new titles appearing for 
Nintendo's hand-held is 
staggering - it won't be long 
before there are as many titles 
for it as there are for the 
Nintendo console. 

Poor Jeff Minter can't 
continue with his 
Mutant Camels '89 project for 
the Konix Multi-System 
because he hasn't got the 
latest developers' kit. Well 
that's his excuse, but we know 
he's busy writing a game for 
Atari and doesn't expect to 
continue work on Mutant 
Camels until he's finished his 
Atari game or Konix give him 
a definite launch date for the 
console. Besides all that, it 
should be called Mutant 
Camels '90. And if things 
continue going as they are, it 
might well have to be 
renamed Mutant Camels '99... 

Sega's Wonderboy III 
I, 1 has zoomed in at 

number 14 in the all 
formats full price Gallup 
software charts, proving once 
again what a phenomenal 
following the console has. 
While the game is wildly 
addictive, it has nothing to do 
with the recent arcade game 
of the same name. 
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VIRGIN GAMES • 2-4 VERNON YARD 
119 PORTOBELLO ROAD • LONDON Wll 2DX 
"COPYRIGHT© 1989 AMERICAN TECHNOS INC. ALL RIGHTS RESERVED" 
"AMERICAN TECHNOS™" "DOUBLE DRAGON II™ - THE REVENGE™" 

THIS GAME HAS BEEN MANUFACTURED UNDER LICENSE FROM AMERICAN TECHNOS INC 


AVAILABLE ON 


IBM PC 
ATARI ST 
AMIGA 

CBM 64 CASS 
CBM 64 DISK 
SPECTRUM CASS 
SPECTRUM +3 


COMING SOON! 


AMSTRAD CASS 
AMSTRAD DISK 
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In for a penny, in 
for a pound, as 
they say, or (in this 
case) in for eight 
pounds sixty, at 
last count. Matt 
Bielby visits arcade 
distributers 
Electrocoin, and 
discovers just 
why we named 
this column 
"Dosh Eaters"... 



We've kept the rating system 
simple and to the point here 
at Dosh Eaters. After all, we 
can't afford the money to 
play coin-ops quite as 
intensively as the other 
games we review, so to be 
more specific would be a bit 
of a con. The overall mark is 
out of five stars (well. Space 
Invaders actually), which 
shows our overall response 
to a game, but not an opinion 
on graphics or playability in 
particular. For example, five 
whole Space Invaders would 
mean it's a real corker, while 
a lonely half alien means it's 
a little bit crap... 



A The end of first level nasty is this big mutha. But will he be as 
rid of as the first, beastie from I? Type I, I wonder? ( The answer 
actually, but I'm not going to fell you how). 


I was going to give X Multiply a 
really rave review until I saw this, 
which suddenly put it all into 
perspective .(But you did give it a bit of a 
rave review... Ed) Um, oh yes, well. 

To be honest, R Type II looks a little bit 
disappointing when you first see it. The 


you into a series of challenges every bit 
as imaginative and well thought out as 
those in the wonderful R Type, but (if 
anything) slightly smoother, more 
complicated and even harder. 

In other words, it's absolutely 
brilliant, and a lot more imaginative and 
addictive than X Multiply (which is not 
to take away from that game one jot, it's 
just that R Type II is even better). To 
gripe a bit, these new levels feel like 
they'd add on to the end of the first coin 
op quite happily, making it feel a bit 
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more of an ‘R Type +' than a genuine 
second game, but that's but a small 



complaint. You won't be disappointed. 
I'm happy to say. 



A You should be able to progress ^ 

quite a long way in your first few * u 


goes, which is somewhat helped by 
the cosy familiarity of the controls. 
The challenges, are somewhat less 
familiar though 1 Eat strontium ' 


little space ship (and, you soon discover, 
the power ups) are pretty much identical 
to those in the first game, and the first 
waves of aliens are only slight variations 
too. It all makes you hold your breath a 
bit. Will it (gulp!) turn out to be just a 
straight, outdated rehash of the first one 
or what? 

Happily, that's not the case at all. 
Irem came up with just about the neatest 
progressive weapons and power up 
system ever in the first R Type , so why 
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A This bit is only about a quarter of 
e way through the first level, but it 
id me stumped for a couple of 
runs. Fly over the brown central bits 
of these moving blocks, don't try 
and skirt round the edges where the 
pistons are, 'cos they'll get you I It 
took me a .go or two to learn. (Oh, 
alright, 1 admit it. I'm crap). 



change a winning formula once you've 
got one? Instead they've concentrated 
on the rest of the game, swiftly throwinn 
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MIDNIGHT 

RESISTANCE 

Data East/ 30p a go 


Well, there's nothing new here either, but 
I dare say this two player, multi- 
directionally scrolling blaster will turn 
out to be a bit of a mega hit all the same. 
It's got a wide range of fighting moves 
(including lying down!), generous 
supplies of power-ups (try looking under 
the manhole covers!) and well paced 
challenges just begging for another go. 
Not bad at all. 
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TASK FORCE 
HARRIER 

UPL/ 20p a go 

One of the better cheapies I've played 
recently, Harrier is your standard 
vertically scrolling blaster, but with 
tighter graphics, bigger explosions and 
more interesting power-ups than I've 
seen in ages for twenty pee. The loading 
screens don't seem to say anything 
about 'Argie bashing' but I reckon that's 
the general idea! Blimey! 



BLOCKHOLE 

Konami/ 30p a go 

Simple as they come really! You control 
a little space ship at the bottom of the 
screen, and, as increasingly complex 
patterns of L and C shapes descend 
towards you, you have to shoot squares 
into them to, urn, block the holes. I felt it 
was all a bit repetitive, but no doubt it'll 
find its fans. 
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SPECIAL CRIMINAL 
INVESTIGATION: 
CHASE HQ II 

Taito/ 30p a go 

hat can I say? It's really nice to see a sequel that actually improves on the 
original. S.C.I is exactly the same as the first Chase HQ (ie. slick, fast, thrill- 
packed and as playable as they come) except that it's even better! Lots 
better. And in just about every way, too. 

Firstly, it's faster. Couple that with the fact that they stick obstacles in your track 
from the word go (forcing you to skeeter across the central reservation into 
oncoming traffic!) and you've got a far more frantic game than the old Chase HQ. In 
fact, we re probably dealing with one of the bestest, toughest, and craziest racing 
games ever here, and that's before we even mention the shoot 'em up element 1 
Instead of simply running the crims off the road (like last time), your new (loopier) 
partner keeps taking pot shots at them out of the sun roof! Blimey! And things get 
worse: handy helicopters drop rocket launchers and other power-ups down to you, 
quickly turning Anywheresville, USA into a serious warzone! All these animation 
sequences are superb, and luckily the extra 
shoot 'em up elements sit easily within the 
general car chase scenario. 

In fact 'extra' seems to be the operative 
word here: there are extra scenarios, extra 
features (at one point it starts raining like 
mad), extra baddies (catch up with their cars 
and you'll discover they come equipped with 
bomb tossing motorcycle outriders) and, of 
course, extra speed. 

Special Criminal Investigation is more 
fun than I've had in the arcades in ages, and 
a sizeable improvement on the brilliant 
original in just about every way. Sure, it's just 
Chase HQ with knobs on, but what knobs!! 

( Blimey. Steady on. Ed) 

X MULTIPLY 

Irem/ 30p a go 

W ell, they certainly do know how to build their crowd pleasers at Irem. Hang 
on a minute, let's rephrase that: Well, they certainly do know how to 
rebuild the same old crowd pleaser at Irem." You see, X Multiply is 
basically just another reworking of the jolly old Ft Type theme: from well placed 
power-ups to vaguely reptilian undersea baddies, it all shouts at you "hello, I'm a 
slightly souped up 
version of a two year 
old arcade game." It 
would be a shame, if 
they didn't do it so 
bloomin' brilliantly. 

Because, make 
no bones about it, X 
Multiply is the biz. 

Although prettierand 
more detailed than 
those in R Type , the 
baddies represent 
the same basic 
challenges (there's 
even one giant thing 
that fills three or four 
screens just like R 
Type level three) 
which would make 

for a very familiar game if it wasn't for the possibilities of the new weapon system. 
They don't directly attach to your ship, but hang around nearby on lengths of near 
indestructable chain. Move to centre screen, then slip backwards slowly, and they 
should trail around the front of your ship, forming an almost impregnable shield. At 
least, that's the theory. X Multiply is addictive with a big 'die', and pitched at just the 
rightdifficulty level. I can't help thinking would 
be nice if Irem did something new for a bit of 
a change, but perhaps one good variation on 
a theme is all you need. 
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subscriptions 


OCEAN 
ST, AMIGA 
OR PC 
GAME OR 
ZERO HERO 


T-SHIRT!* 


•When you take out a one or two 
year subscription to ZERO or grow 
your toenails two foot long. 


ARE YOU 
OFF YOUR 
TROLLEY? 


U nbelievable isn't it? You'd certainly 
be completely off your Sainsbury's 
trolley if you didn't take advantage 
of this superb offer. All you've got to do to 
get your hands on a superb Ocean game 
on ST, Amiga or PC is to take out a TWO 
YEAR SUBSCRIPTION to ZERO. What's more 
you'll also get 24 copies of the best 16-bit 
and consoles games mag around (plus any 
FREE cover-mounted disks we put on the 
mag over the next two years) for a measly 
£35.95. That's a paltry 46 pee an issue 
after you've taken off the value of your 
FREE game. And you won't wear out your 
Dover Soles walking to the newsagents 
either because ZERO will be delivered 
straight to your door. 

Bit broke this month then? Well don't 
despair because you can take out a ONE 
YEAR SUBSCRIPTION to ZERO for £19.95 
along with a fab FREE ZERO HERO T-shirt 
worth £5.99 So what are you waiting for? 
Beat the stampede and fill in the coupon 
NOW! 


The Untouchables 


ZERO SUBSCRIPTIONS 

• Please tick appropriate boxes: 

ONE YEAR TWO YEARS 

□ UK only £19.95 □ UK only £35.95 

□ Europe & Eire £24.95 □ Europe & Eire £45.95 

□ The World £29.95 □ The World £55.95 

• l # v© sensibly plumped for a two year subscription so the 
Ocean game and format I'd like is: 

□ The Untouchables □ Batman □ Chase HQ 

□ Operation Thunderbolt □ F-29 Retaliator □ Lost Patrol 

a ST □ Amiga □ PC 

• Your now game will be sent separately from your first copy 
of ZERO so please be patient. 

• I'm a bit of a miser so I've gone for the one year subscription. I'd 
like a ZERO HERO T-shirt in the following size: 

□ Small □ Medium □ Large □ X Large 

□ I enclose a postal order/cheque for £.made 

payable to Dennis Oneshots Ltd. 

□ Please charge my □ Access □ Visa a Am Ex □ Diners Club 

Card number... 

NAME__ 

ADDRESS_ 


_ POSTCODE _ 
TEL NO 


SIGNATURE_ 

Send the completed form to: ZERO Subs DPL, FREEPOST, Mitcham, Surrey, 
PAR. FREEPOST is only available in the UK. Overseas readers must send 
the form to Subscription Dopartmont DPI, ZERO, 120-126 Lavender 
Avenue, Mitcham, Surrey CR4 3HP 

REF □□□□□□□□ ZERO 004 


F-29 Retaliator 


Batman 
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Is it a bird? Is it a 
plane? Is it a small, 
furry creature 
presently performing 
at the Adelphi 
Theatre with Fred 
Astaire? No, it's 
Captain Adventure 
himself, the Bearded 
Weirdo Mike 
Gerrard, with 
another month in the 
life of Huntingdon's 
most heroic hippy. 


ADVENTURES 


S o this is it. The 1990s. So far, it 
feels pretty much the same as 
before, except that I keep getting 
the date wrong on cheques. (You mean 
you've got a cheque book? Ed.) It's a 
time of great upheaval in the adventure 
world - in fact you can't even say what 
an adventure game is any more, but 
then what does a definition matter so 
long as it plays well? Whether it 
includes RPG, strategy, D&D, graphics, 
text or icons, if you wanna call it an 
adventure, you go ahead and call it that. 
Me, I'll just play it. 

But what will the scene be like as we 
take the first step into the 1990s and 
head for the great millenium? What kind 
of games will adventurers be playing? 

To find out what the main names are 
going to be producing over the coming 
months, I went mad and asked them. 

WHAT A HUGE COMPUTER 

First of all, the company that's been the 
best British adventure software house 
for a ginormous number of yonks: Level 
9. You may have read elsewhere that it's 
pulling out of adventures altogether. 
Some mags have said it's going to be 
producing 'adult' games (Oooh, the 
saucy so-and-sos. Ed.) while others even 
reported that it would be churning out 
nothing but arcade games. But if you 
really want to know the truth, get it from 
the Man with the Beard. So what is Level 
9 up to? Over to the man without a 
beard, Pete Austin: 

"We're aiming to put out four 
games a year with at least two different 
publishers. That leaves us free to 
concentrate on the games themselves. 
Our new H.U.G.E. games-writing system 
allows us to produce all kinds of games. 
Basically we'll be producing two types of 
game. The first should be out by Easter, 
and contains a fair amount of what you 
might call adventure content; but I can't 
say any more about it than that as 
we've just signed a deal with a 
publisher and I'm forbidden to say 
anything about it." 

The cut and thrust world of 
business, eh? There's nothing like it. But 
Pete was happy to tell me about the 
second game they'll be releasing, 
provisionally titled Champion Of The 
Raj, which should be out this summer... 

CARRY ON UP THE KHYBER 

The game is set in the 19th century 
when the British Empire moved in and 
took over India. You know the scenario: 
'Rule Britannia' and all that jazz. At that 
time there were several other power 
groups who could have stepped in - like 
the Sikhs, the Gurkhas, the Moghul 
Empire or the Smurfs. "That's a gross 


over-simplification," says Pete, "but it 
sums it up." The player can choose one 
of the power groups ( Bags I "The 
Smurfs". Ed.) and see if he can manage 
to rule India by the end of the game. 

Level 9's system has been 
developed on the ST, but it's being 
ported over to the PC and future 
development work will take place on 
PCs. The games will be out almost 
simultaneously on ST, PC, Amiga and 
Macintosh, with games consoles a 
possibility, but not the 8-bit machines: 
you need a minimum 256K of memory. 

But what about these so-called 
'adult' games? That tale turns out to 
have been a bit of journalistic licence - 
or lying for the sake of a good story, 
whichever way you look at it. Pete says 
he never used the word 'adult'; and that 
if he did, then all he'd meant by it was a 
game that had more depth to it than 
many a previous adventure. "I'd call 
many of the Infocom games 'adult'," 
Pete told me. "We want to produce 
adventures that have the depth of 
something like a film or a book." 

And no arcade games? Pete says 
their system has the ability to produce 
fast-moving 3D arcade games like 
Gauntlet ("In fact we could do it 
better"), but they have no plans for any 
at present. There's a Sierra-type 
adventure set in the wild west, whose 
working title I accidentally overheard 
from the lips of Mike Austin; but their 
secret remains safe with me. (Where's 
your Kevin Turvey instinct? Ed.) Then 
there's a game Pete's developing based 
on Celtic art - and that takes care of 
their first four releases in 1990. 

"We're looking," says Pete, "for 
good artists, as long as they can send us 
some samples which have people in. 
Most would-be artists seem to be good 
at drawing Ferraris, but not people, and 
there do tend to be rather more people 
than Ferraris in our games." 

Shucks, no adventure games 
featuring Ferraris yet. Still, it looks like 
there's plenty of thought-provoking stuff 
on the cards at Level 9. 

So what's coming from the company 
that Level 9 are aiming to emulate. 

Sierra On-Line? Pete Austin admitted he 
was impressed by the sales figures for 
Sierra's games, so will the Americans 
keep that up in 1990? Tell me straight, 
man to hairy chested man, I demanded. 
"We can do better than that," they said, 
"we'll show you. Have you got a video 
recorder?" Sure enough, they sent me a 
video showing extracts from the next 
few games, some of which should be 
out by the time you read this, if only on 
the PC (ST and Amiga versions of most 
will follow during the first half of 1990). 







Settling down in front of the video, 
popcorn and choccies in hand, I listened 
intently as an all-American voice told me 
that Sierra would soon be producing "a 
whole new dimension in software 
entertainment... with stereophonic 
sound... and cinematic quality 
animation." Then before I knew it, I was 
watching a young lady taking a shower. 
Now that's what you call good graphics! 
Hang about... this is the real thing, shock 
horror! It's all to do with The Colonel's 
Bequest- the new game from Roberta 
Williams, designer of the King's Quest 
series. Her new murder mystery 
adventure is set on a plantation in the 
bayous of America's deep south during 
the roaring 20s. You play Laura Bow, a 
college journalist, and naturally have to 
unmask a killer on the loose. Maybe it's 
even Colonel Henri Dijon himself. Is 
there a hidden joke in that name? After 
all, I've heard of Dijon mustard, so is he 
really Colonel Mustard? And did he do it 
in the swamp with a shillelagh, or in the 
shower with Laura Bow? (/ think it's just 
your perverted mind actually. Ed.) 

KIDNAPPING CAPERS 

Next on the video playlist was a man 
with a tea-towel on his head. Oops, 
sorry, he's an international terrorist- 
that means he terrorises dirty dishes in 
Rio De Janiero as well as Bognor Regis. 
Nope, wrong again, he's kidnapped a 
US Ambassador. Only you, secret agent 
Johnny Westland, can save him. This 
new spy thriller is called Codename: • 
Iceman and is designed by Police Quest 
bod, Jim Walls - good name for an 
Iceman, yes? Walls... ice.... oh, please 
yourselves. (Any more of those and 
you're sacked. Ed.) Anyway, there are 
some really spiffing underwater 
graphics in this one; well impressed I 
was when I saw the recent demo. So 
remember, the Pentagon's relying on 


you to maintain US security. 

The extracts from Hero's Quest show 
it to be graphically excellent, but only a 
hands-on experience can say whether 
this really will be "a new dimension in 
fantasy role-playing". After all, one 
spell-casting, monster-bashing thrash 
can get to be pretty much like another. 

Conquests Of Camelot will also have 
to be good if it's to do any business in 
an Arthurian field that's already been 
claimed by Level 9 and Infocom. Plot? 
Yes, you've guessed it, yet another 
quest for the Holy Grail featuring the 
Black Knight, Merlin and the Mad Monk 
of Glastonbury. Journey to Jerusalem in 
a game that's said to be geographically 
and historically accurate... well, as far as 


it can be, given the storyline. 

Sierra look to have a strong list of 
games lined up, as the video covers six 
adventure titles and doesn't even 
mention Sorcerian, a role-playing game 
which has been imported from Japan, or 
Leisure-Suit Larry III. However; 
considering they managed to get a girl 
in a shower for The Colonel's Bequest, 
goodness only knows what promo clip 
they'd have come up with for that! 

ANIMAL MAGNETISM 

From the lady in the shower to a lady in 
charge of a shower: the shower being 
the Magnetic Scrolls gang, the lady, of 
course, Anita Sinclair. She's been quiet 
for a long time but had this to say when 
I rang and asked her for her 1990 news: 
"You can tell the readers that we will be 
releasing something between about 
March and June of this year. I can't say 
any more as it's all tied up with a 
contract I haven't signed yet. What I can 
say is that it is an adventure - we 
haven't deserted them - but it's very 
new, very different, and we've been 
working on it for the last two and a half 
years. It's really the most exciting thing 
we've ever done... and I'll tell you more 
about it next month." 

How could I resist such a promise? 
So next month I'll be packing my tape 
recorder and camera and setting off to 
darkest south London, to find out just 
what the Magnetic Scrolls team has 
been up to. Watch this space... 


PSST... WANT A HOT VIDEO 
JOHN, KNOW WHAT I MEAN? 

That awfully nice chappie with an excess of facial fungus 
wants to give you something!!! 


I 've got that hot, sweaty feeling in 
my armpits again. (Then lay off 
the Brut, you know it makes sense. 
Ed.) I feel an adventure competition 
coming on! Well, just a teeny weeny 
one. If you've read the main section, 
you'll know I've got my grubby little 
mitts on a promo video showing 
extracts from Sierra's 1990 catalogue 
of releases. You'll be reading reviews 
of them all when they're released, but 
what better way to check 'em out than 
see the animated graphics on your 
own TV screen? So who wants the 
video? Oi... oi, one at a time please, 
don't all shout at once or you'll bring 
on my migraine... 

To win this steamy VHS goodie 
just send in a snappy snap - and make 


it snappy, by 28th February 1990 - 
showing a shower. It needn't 
necessarily have a blonde in it being 
murdered by Norman Bates, but 
that's entirely up to you. (Oh God, 
what have you let us in for... Ed.) The 
best one gets the video... and any 
others run the risk of being published 
in ZERO'S outrageous readers' pages, 
so just watch it. 

Send your entries to the Show 
Us Your Showers Adventure 
Compo, ZERO, 14 Rathbone 
Place, London WlP IDE. Stick your 
name and address on the back of the 
snap, and also mention the make of 
your micro - the Man with the Beard 
may just have something 
adventurous to send you as well. 
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adventures 



ADVENTURE HEALTH WARNING: 
Reading the following may 
seriously damage your 
adventure fun - unless you're 
completely crap anyway. 


Don't go leaping off the screen 
at the start; open the door that 
faces you and go in. You can have a go 
at chatting up tl^e woman at the bar just 
to get your hand in, so to speak, but why 
not buy some whisky instead? Don't 
drink it, though. Pay a visit to the men's 
room at the back of the bar. Don't step 
too close to the drunk on the floor or 
urine-trouble (geddit?). Give him the 
scotch and take what he gives you. Then 
go and relieve yourself, and have a good 
read but not just of the newspaper. 

Wash your hands, and 'ring' them dry 
(subtle clue there). 


Go out into the big wide world 
and call a cab. Call it what you 
like in fact, but don't step into the road 
or you'll be doing an impersonation of a 
squashed hedgehog. Ask the cabbie to 
take you shopping, and get into the 
shop before a passing pooch pauses on 
the pavement and pees on your pants. 

In the shop you can buy three things, 
and don't try to leave without paying. 
The owner's got a big one behind the 
counter... and it's loaded! (Chortle! Ed.) 


Outside, do a bit of sidewalk 
trading and pocket yourself a 
knife. Go back to Lefty's and now knock 
on the door on the right. You'll be asked 
for a password which you should have 
picked up somewhere along the way. 
Beyond the door there's a pimp and a 
TV set, and one of them's got a broken 
knob. But that's no problem for a man 
with a remote control, is it? Now get up 
them stairs and meet that hooker - and I 
don't mean she wears a number nine 
shirt (little jokette for the rugby fans). 


@ Help yourself to a box of chocs 
and then to... well, need I go into 
details? Just remember to take your 
socks off and, as the boy scout said, be 
prepared. And when you've finished, 
take it off again. No, not your socks, 
fool! Don't come out the way you went 
in... look, I'm not talking about that any 
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THE LARRY LOW-DOWN 

r should it be lewd-eau this month as I've got a full solution for that 
rude 'n' raunchy game from Sierra featuring Leisure-Suit Larry, who 
is to women what Patrick Moore is to breakdancing. This first in the 
series had Larry in the land of the lounge lizards, out to pick up women 
galore, though you got the feeling he was like a dog chasing cars - wouldn't 
know what to do if he caught one. As the third Larry game is due from 
Sierra on the PC any minute now. I've been getting up to date with Larry's 
lascivious lecheries ( We'll have less of all this 
alarmingly awful alliteration. Ed.) so here's 
how to get through the first game. The solution 
to Larry II will follow in next month's issue. If 
you don't want to read the info (or are easily 
offended), better close your eyes till you've 
reached the bottom of the page. 


more, I'm back in the game, Okay? Out 
the window and happy landings. Thrash 
about in the trash too. 


Cab it to the casino, and if you 
hang about on the steps you 
may meet someone keen to force some 
fruit upon you. Take it, pips and all. 
Inside, you should be able to blackjack 
your way to a tidy sum of money. Every 
time you win and get your stake a little 
bit higher, save the game. But if you 
lose, restore your saved game and try 
again. In other words, get it up slowly, 
as the actress said to the bishop. 



"But 
leather 
brings me 
out in a 
rash!" 


But never mind that, don't pass 
the ash without getting a pass 
and then boogie on down to the disco. 
Chat up the blonde, present her with 
presents, get her on the floor - the 
dance floor, you pervs - and Fawn (for it 
is she) will allow you to sweep her off 
her feet in more ways than two. Before 
you get to grips with her though, you'll 
need a 100 bucks for the honeymoon 
suite and a little thing called a wedding 
ring. Check out the chapel and then you 
can sweet-talk in the suite. 

Before you can pop your cork 
with Fawn, she expects a bit of 
bubbly, so let's hope you've enough 
dough to make a call... and that you can 
find out who to call, too. Get the 
champers delivered to the room and 
before you know it, you'll be getting 
your socks off to get your rocks off - at 
least that's what you think... 


Bad news. Fawn gets out the 
ropes, and while your thinks are 
of kinks, she ties you to the bed and 
whips... not you but most of your wallet. 
Don't panic, you pocketed the knife 
before, didn't you? So free yourself and 
read the mag you so thoughtfully 
bought earlier in the evening. An article 
about washing windows will clue you in. 

Get back to the casino and use 
the 10 bucks Fawn missed in 
your wallet. Build up the bunce again 
and cab it back to Lefty's. The pimp is 
still goggling at the box so get up the 
apples and pears, ignore the temptation 
to bonk the bird and tie yourself to the 
balcony. Hammer the glass and grab 
your pills, then leg it back to the 
honeymoon suite and pop them into 
Fawn's gorgeous mouth. They turn her 
sex-mad, and the results are... well, 
you'll be surprised. 

After she's done what the pills 
make her do, place your rigid 
digit (your finger, fool) on the button on 
the panel and who knows what'll open 
up for you... Get straight in there, and 
don't stop till you can see the bubbles in 
the bath. Tear your eyes away from the 
treats in the tub and take in the towel. 
Cop the name. Eve! What else could 
someone with that name want? Don't be 
a fruit, give her your cox's pippin and lie 
back and enjoy the end of the game... 


FAREWELL MY 


LUWERLIES 


\££I 


Well, oi'll be beaten 
with a bottom of 
brown thread. It's all 


over fur this month. Oi'd jus' like 
to say as if you've got any of 
them thar tips, letters an' all, send 
the little beggars in. At least as 
oi'll have a laff then. (5ez who? 
Ed.) If you 'as anything to say 
about them adventure whotsits, 
wroight to me. The Man With The 
Beard, Adventures, ZERO, 14 
Rathbone Place, London W1P IDE. 
And remember: our turkey roast 
ZERO journalists - they're 
bootiful, really bootiful... 


ISTC 





















WE’RE FIT, WE’RE ALIVE, BUT... 
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THE ANSWER TO 
YOUR DISK 
DUPLICATION 
PROBLEMS 


CARTRIDGE CONNECTS TO 
PARALLEL (PRINTER) PORT 

ON BOARD CUSTOM LSI CHIP 
MAKES THIS UNIT EXTREMELY 
SMALL & EFFICIENT. 



ONLY £34.99 



COMPLETE HARDWARE/SOFTWARE 
PLEASE STATE ST OR AMIGA 


SYNCRO EXPRESS IS A HIGH SPEED 
DISK DUPLICATION SYSTEM THAT WILL 
PRODUCE COPIES OF YOUR DISK IN 
AROUND 50 SECONDS!! 

^ Syncro Express requires a second drive & 
works by controlling it as a slave device & 
ignoring the ST or AMIGA disk drive con¬ 
troller chip whereby high speeds & great 
data accuracy are achieved. 

Menu driven selection for Start Track/End 
Track - up to 80 tracks. 1 side, 2 sides. 

^ Very simple to use, requires no user 
knowledge. 

^ Also duplicates other formats such as 
IBM, MAC etc. 

^ Ideal for clubs, user groups or just for 
your own disks. 

No more waiting around for your disks to 
copy. 

W Probably the only duplication system you 
will ever need! 


LATEST CUSTOM LSI CHIP TECHNOLOGY 



^ By using an on-board custom LSI Chip, Synchro Express has the 
power to transfer an MFM image of the original disk directly to 
your blank disk - quickly, simply and without any user knowledge. 

One external disk drive is required*. 


i 


* 




SYNCHRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA 
SYSTEMS - PLEASE STATE WHICH REQUIRED WHEN ORDERING 


If you don't have a second drive we can supply 
SYNCRO EXPRESS together with a drive for 

ONLY £104.99 (AMIGA) 

ONLY £119.99 (ST) 



POWER 

BY 

DESIGN 


MANUFACTURED IN OUR EUROPEAN 
FACILITY USING THE LATEST 
SURFACE MOUNT TECHNIQUES - 
SYNCHRO EXPRESS IS WARRANTED 
FOR 6 MONTHS AGAINST 
MANUFACTURING DEFECTS. 


WARNING 1988 COPYRIGHT ACT WARNING 

Datel Electronics neither condones or authorises the use of it's products for the 


reproduction of copyright material. 

The back-up facilities of this product are designed to reproduce only software such as 
public domain material, the users own programs or software where permission to 
make a back-up has been clearly given. 

It is illegal to make copies, even for your own use, of copyright material, without the 
permission of the copyright owner, or their licencee. 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 


HOW TO ORDER ... 


BY PHONE 

07 ? 33 

0782 744707 

24hr Credit 
Card Line 


BY POST 


Send cheques/POs made 
payable to 
"Datel Electronics" 


FAX 

0782 744292 


UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 


CALLERS WELCOME - Please reserve goods by telephone prior to visit. 



DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 
0782 744707 


TECHNICAL ONLY 
0782 744324 


SYNCHRO 
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*Well, Page 99, Actually 



Hi. I'm Patti. Passionate, pouting, 
pretty Patti, to be precise, and I'm 
here to offer you a wonderful free 
prize. This is all thanks to Activision 
- who is celebrating the release of 
Leisure Suit Larry III, its rather rude 
new animated adventure... 

• SEX APPEAL 

A Roland CM32L 'LA' Sound 
Module, retail price £369 (in 
card form if winner has a PC) 

• PULSATING PECTORALS 
A Roland PC 100 MIDI 
keyboard controller, retail 
price £129 

•TURN ON 

Music Studio 3.0, retail price 
£59.99 (if winner has a PC) 
OR Music Studio, retail price 
£19.99 (if winner has an ST) 
OR Leisure Suit Larry I, retail 
price £19.99 (if winner has 
an Amiga) 

• NAUGHTY BITS 
Leisure Suit Larry III, retail 
price £44.99 (if winner 
has a PC) 

OR Leisure Suit Larry II, retail 
price £34.99 (if winner has 
ST or Amiga) 



HOW TO 
PICK UP 
PATTI, 

BY PATTI 

First of all, you need 
to be unbelievably 
handsome. If not, 
erm... a huge wad will 
do. There you go. It's 
a hard old world. But 
don't fret - here's my 
way of helping you 
win the prize... 


o win the prize you've got to pick 
me up. Let's pretend that you're a 
really old, really ugly, really poor, 
really smelly, really useless and totally 
unlikeable scumbag. Hmmm. I wouldn't 
bet a fiver on your chances, would you? 
But I'm afraid that for the purposes of the 
competition, that's who you are: a smelly 
old git-bag. You don't stand a chance. 

Kaboom! Blimey! Out of a 
blinding flash, a fairy has 
just appeared. Look, she's 
trying to tell you something 
- hang on a minute, we'll 
just turn up the volume. 

"I'm the Relatively Approachable Fairy 
of the South-South-West and I'm going 
to give you one chance to pick up 
pouting Patti. You'll find yourself 
bumping into her at a party, and she'll 
give you five valuable seconds of her 
attention. This is where you 'deliver the 
goods' - in the form of a 'chat up line' - 
but it's got to be good {don't forget how 
disgusting you are). If it is good enough 
however, passionate Patti will let you, 
um, take her to bed basically - but 


there's one condition. You have to be 
home by midnight. 

So that's all you have to do: deliver 
a 'killer' chat up line in under five 
seconds (i.e. not too wordy). The most 
successful chat-up line gets the prize. 

Fill in the coupon and send it to What's 
A Nice Girl Like You Doing, Um, 
Here So Often, Um, In A Place So, 
Er, Um, Er, Do You Want A Drink? 
Compo, ZERO, 14 Rathbone Place, 
London W1P IDE. 





• Here's my chat-up line. I'm aware that I must deliver it in less than five 
seconds and that it must be good. 


Name.... 

Address. 


.Zip Code... 

I own this computer (tick box) □ Amiga □ ST □ PC 


ZERO 


99 




































MAIL 

ORDER 



6 BOND STREET, IPSWICH, SUFFOLK IP41JB 


MAIL 

ORDER 


ST 

L[\/iiga' 

V.I.P . 

^USHERS 

PROF. 

\IOICE 

£29.95 

/ )9.95 


rV" 


5A DOG S HEAD STREET, IPSWICH, SUFFOLK. (RETAIL) 



36A OSBORNE STREET, COLCHESTER, ESSEX. (RETAIL|| 5A I 


24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 


ATARI HARDWARE 


AMIGA HARDWARE 


ATARI 520 EXPLORER PACK 

1 game, mouse, manuals, basic and 
language disc 

£269.95 


ATARI 520 POWERPACK 

20 games, business organiser, 1st basic, 
music makerand joystick 

£349.95 


1040 STE 

Enhanced 1040 ST 

£449.95 


ATARI SCI224 

Colourmonitor 

£299.95 


ATARI SM124 

Monochrome monitor 
£99.95 


EXTERNAL DRIVE 

Powerdrive 

£79.95 


AMIGA 500 BATMAN PACK 

Batman (The Movie), Interceptor, NZ Story, Deluxe Paint II, Mouse, 
Modulatorand Manuals 
£369.95 


AMIGA 500 + 1084S 

As above with Batman pack and 1084s. Colourmonitor 

£599.95 


AMIGA 500 CLASS OF 90 PACK 

Deluxe Paint II, Superbase Personal, Maxiplan A500, 

Doctor Midi recording studio Datel MIDI interface, Publishers choice, 
BBC emulator, interceptor, Amiga logo, 10 3.5" discs, mouse mat, 
disc box and education support file from Commodore 

£529.95 


Cl 900 

Monochrome monitor 

£99.95 


1084S 

Colourmonitor 

£249.95 


512K EXPANSION 

+ clock card 

£99.95 


ATARI MEGAFILE 30 

Hard drive 

£449.95 


ATARI MEGAFILE 60 

Hard drive 
£599.95 


PRO SOUND DESIGNER GOLD 

Sound sampler 

£49.95 


VIDI 

Real time video digitiser 
£99.95 


PC ENGINE 

16 bit games machine (scart version) 

£199.95 


EXTERNAL DRIVE 

Powerdrive 

£79.95 


A590 HARD DRIVE 

20 meg hard drive 

£369.95 


VIDI 

Video digitiser 

£99.95 


MINI-GEN 

Merge computer graphics with live video 

£113.85 


DATEL 

MIDI interface 
£34.9 5 


PRO SOUND DESIGNER GOLD 

Sound sampler 

£49.95 


SEGA MEGA DRIVE 

16 bit games machine 

£199.95 


ALL OUR HARDWARE INCLUDES VAT AND FREE DELIVERY. UK MAINLAND ONLY. 
NEXT DAY DELIVERY BY ARRANGEMENT MOST WORKING DAYS 



JOYSTICKS 

Cheetha 125.£ 6.99 

QS turbo.£ 7.99 

Cheetha Starprobe.£ 11.99 

Euromax Racemaker.£24.99 

Pro 5000 extra glo green.£12.99 

Euromax Prof. 9000.£ 11.99 

Pro 5000 extra glo red.£12.99 

Konix Navigator.£ 11.99 

DISC BOXES 

3.5 40 holder lockable.£ 5.99 

3.5 80 holder lockable.£ 7.99 

5.25 50 holder lockable.£ 4.99 

5.25 120 holder lockable.£6.99 


PERIPHERALS/DISCS 


DISCS 


DISC BOXES WITH DISCS 

3.5 40 holder lockable with 


3.5 40 holder lockable with 

20 3.5 dsdd discs.£19.99 

3.5 40 holder lockable with 

40 3.5 dsdd discs.£33.99 

3.5 80 holder lockable with 

10 3.5 dsdd discs.£15.99 

3.5 80 holder lockable with 

40 3.5 dsdd discs.£35.99 

3.5 80 holder lockable with 

80 3.5 dsdd discs.£55.99 


QTY 

10 

20 

50 

100 

3.5 dsdd 

7.99 

14.99 

34.99 

59.99 

3.5 dsdd 
.£12.99 (SONY) 

11.99 

22.99 

54.99 

99.99 


PERIPHERALS 

Replacement mouse 

+ mouse holder + mouse mat.£29.95 

Four player adaptor...£ 5.95 

Joystick extender.£ 5.95 

Mouse mat.£ 4.95 

Dust cover. £4 


5th 
3D I 
Adc 
Altt 
Ast 
A.P 
Act 
Act 
Anc 
Aqi 
Ast 
Axe 
Bal 
Bar 
Bar 
Bar 
Bat 
Bat 
Bev 
Bisi 
Bio 
Bio 
Bio 
Bee 
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Bla< 
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Bat 
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Cas 
Cali 
Cat 
Cor 
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Cor 
Cha 
Che 
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Day 
Dra< 
Dur 
Dur 
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Die 
Dra< 
Dari 
Dral 
Dyn 
Dol 
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Fait 
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Fier 
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Gen 
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MAIL 

ORDER 



6 BOND STREET, IPSWICH, SUFFOLK IP41JB 


5A DOG'S HEAD STREET, IPSWICH, SUFFOLK. (RETAIL) 



MAIL 

ORDER 


VISA | 36A OSBORNE STREET, COLCHESTER, ESSEX. (RETAIL) 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 


5th Gear. 

3D Pool. 

Addidas Golden Shoe. 

Altered Beast. 

Astaroth. 

A.P.B. 

Action Fighter. 

Action 1 or 2 (compilation).. 

Ancient Art of War. 

Aquaventura. 

Asterix. 

Axel’s Majic Hammer. 

Balance of Power 1990. 

Barbarian II (Palace). 

Barbarian II (Psygnosis). 

Bankok Knights. 

Battlechess. 

Batman (The Movie). 

Beverley Hills Cop. 

Bismark. 

Bloodwych. 

Blood wych (data disks). 

Blood Money. 

Beach Volley. 

Battlevalley. 

Blade Warrior. 

Bad Company. 

Battle of Australitz. 

Bobo. 

Chase HQ. 

Chaos Strikes Back. 

Castle Warrior. 

California Games. 

Cabal. 

Conflict Europe. 

Continental Circus. 

Chariots of Wrath. 

Carthage. 

Corvette. 

Chicago. 

Commando. 

Chambers of Shaolin. 

Chessmaster 2000. 

Damocles. 

Darkside. 

Day of the Pharoah. 

Dragon Ninja. 

Dungeon Master. 

Dungeon Master Editor. 

Dreadnought. 

Demons Tomb. 

Die Hard. 

Dragon Spirit. 

Dark Fusion. 

Drakken. 

Dynamite Dux. 

Double Dragon II. 

Dogs of War. 

Dragons of Flame. 

Dynamic Debugger. 

Elite. 

Epoch. 

Eye of Hercules. 

Eye of Horus. 

Flash Dragon. 

F29 Retailiator. 

F19 Stealth Fighter. 

F16 Combat Pilot. 

Falcon. 

Falcon Mission Disks. 

Ferrari Formula One. 

Forgotten Worlds. 

Footballer of the Year. 

Fast Lane. 

Frankenstein. 

Future Wars. 

Fighting Soccer. 

Fiendish Freddy. 

Fighter Bomber. 

Gazzas Super Soccer. 

Gemini Wing. 

Ghouls and Ghosts. 

Giants (compilation). 


ST 

...13.99.. 

...15.99.. 

...13.99.. 

...13.99.. 

...16.99.. 

..13.99.. 

...15.99... 

...19.99... 

..16.99... 

..24.99... 

-16.99... 

-13.99... 

-15.99... 

..16.99... 

..16.99... 

-13.99... 

..16.99... 

..13.99... 

..15.99... 


AMIGA 


TITLE 


....13.99 

....15.99 

....16.99 

....16.99 

....16.99 

...13.99 

...15.99 

,...19.99 

...16.99 

...24.99 

...16.99 

...13.99 

...15.99 

...16.99 

...16.99 

...16.99 

...16.99 

..16.99 

..15.99 


.16.99. 

.16.99 

.16.99. 

.16.99 

.12.99. 

.12.99 

.16.99 . 

.16.99 

.13.99. 

:::::::::::::i 6 :99 


.13.99 

z. 15.99:::::::::: 

.15.99 

.12.99. 

.15.99 

.15.99. 

.15.99 

.12.99. 

.12.99 

.13.99. 

.16.99 

.13.99. 

.13.99 

.16.99. 

.16.99 

.13.99. 

.13.99 

— 13.99. 

.16.99 

.16.99. 

.16.99 

....13.99 

.13.99 

....16.99. 

::::::::::::i 6 :99 

— 15.99. 

.15.99 


.19.99 

::::i2:w::::::::::: 

.12.99 

-.12.99. 

.12.99 

—12.99. 

.15.99 

— 15.99. 

.15.99 

-15.99. 

.15.99 

-16.99. 

.16.99 

-16.99. 

.16.99 

...13.99. 

.16.99 

...16.99. 

.16.99 

... 9.99. 

. 9.99 

...13.99. 

.13.99 

-13.99. 

.13.99 

-13.99. 

.16.99 

-13.99. 

.13.99 

...13.99. 

.13.99 

...19.99. 

.19.99 

-13.99. 

.16.99 

-13.99. 

.13.99 

-12.99. 

.12.99 

...16.99. 

.16.99 

...15.99. 

.15.99 

...15.99. 

.15.99 

...15.99. 

.15.99 

-16.99. 

.16.99 

-15.99. 

.15.99 

...13.99. 

.13.99 

-13.99. 

.16.99 

..15.99. 

.15.99 

..15.99. 

.15.99 

..16.99. 

.19.99 

..13.99. 

.13.99 

-16.99. 

.16.99 

-13.99. 

.13.99 

-13.99. 

.13.99 

-12.99. 

.12.99 

.12.99. 

.12.99 

..16.99. 

.16.99 

..13.99. 

.16.99 

..19.99. 

.19.99 

-16.99. 

.19.99 

-16.99. 

.16.99 

..13.99. 

.13.99 

..13.99. 

.16.99 

..19.99. 

.19.99 


Goldregons Domain. 

Grand Monster Slam. 

Grim Blood. 

Ghostbusters II. 

Gunship. 

Games Summer edition. 

Greenpeace. 

Garry Lineker’s S. Skills. 

Gore. 

Galaxy Force. 

Highway Patrol. 

Hillsfar. 

Heavy Metal. 

Hard Driving. 

H.A.T.E. 

Hound of Shadow. 

HotShot. ZZ.’ 

Indiana Jones (Lucas Films). 

Indiana Jones (US Gold). 

Iron Lord. 

Ivan hoe. 

Infection. 

Iron Tracker. 

Infestation. 

Interphase. 

International Athletics. 

It Came From The Desert. 

Jack Boot. 

Jack The Ripper. 

Kenny Dalglish Soccer Match. 

Kult. 

Kick Off. 

KickOff Extra Time. 

Krystal. 

Keef The Thief. 

Killing Game Show. 

Knightforce. 

Laser Squad. 

Legend of Djel. 

Licence to Kill. 

Leisure Suit Larry II. 

Lightforce (compilation). 

Lombard R.A.C. Rally. 

Lords of the Rising Sun. 

Last Ninja II. 

Lost Patrol. 

Liverpool.. 

Lancaster. 

Last Stuntman. 

Manchester Utd. 

Manic Mansion. 

Microprose Soccer. 

Mr Heli. 

Majic Johnson. 

Murder in Venice. 

Matrix Marauders. 

Moonwalker. 

Ninja Warrior. 

New Zealand Story. 

North and South. 

Neuromancer. 

Nevermind. 

Omega. 

Operation Thunderbolt. 

Oriental. 

Onslaught. 

Ooze. 

Paperboy. 

Pinball Majic. 

Police Quest II. 

Pools of Radiance. 

Populous. 

Populous (data disks). 

Powerdrome. 

Precious Metal (compilation). 

Premier Collection 1 & 2 (compilation). 

Personal Knightmare. 

Predator. 

Pro-tournament Tennis. 

Player Manager. 

P47.;;;;;;;;;;;;;;;;;; 

Powerdrift. 

Passing Shot. 


ST AMIGA 

.12.99.12.99 

.13.99.13.99 

.13.99.13.99 

.13.99.16.99 

— 15.99.15.99 

.13.99.13.99 

— 15.99.15.99 

— 13.99.13.99 

•16.99.16.99 

••••13.99.16.99 

• 15.99.15.99 

•16.99.16.99 

•13.99.16.99 

— 13.99.13.99 

-13.99.13.99 

— 16.99.16.99 

• 13.99.13.99 

—16.99.16.99 

— 13.99.13.99 

— 19.99.19.99 

•13.99.16.99 

• 12.99.12.99 

• 12.99.12.99 

•16.99.16.99 

-15.99.15.99 

-12.99.12.99 

.19.99 

-16.99.16.99 

-12.99.12.99 

-13.99.13.99 

-15.99.15.99 

• 12.99.12.99 

... 9.99. 9.99 

-19.99.19.99 

.16.99 

-13.99.13.99 

-15.99.15.99 

-12.99.12.99 

-16.99.16.99 

-13.99.13.99 

-19.99.19.99 

•16.99.16.99 

• 16.99.16.99 

.19.99 

-16.99.16.99 

-13.99.16.99 

-15.99.15.99 

-12.99.12.99 

-12.99.12.99 

-13.99.16.99 

-16.99.16.99 

-15.99.15.99 

-15.99.15.99 

-12.99.12.99 

-15.99.15.99 

-16.99.16.99 

•13.99.16.99 

-13.99.13.99 

-13.99.16.99 

-15.99.15.99 

.16.99 

13.99 .13.99 

• 24.99.24.99 

• 13.99.16.99 

•15.99.15.99 

•13.99.13.99 

•15.99.15.99 

•12.99.12.99 

• 13.99.16.99 

•16.99.16.99 

• 16.99.16.99 

16.99 .16.99 

. 9.99. 9.99 

16.99 .16.99 

•16.99.16.99 

• 19.99.19.99 

.19.99.19.99 

13.99 .16.99 

.16.99.16.99 

12.99 .12.99 

15.99 .15.99 

13.99 .16.99 

13.99.16.99 


Pictionary.16.99.. 

Panic Station. 13 99 

Quartz.. .15.’99.”; 

Quarter Back.13.99... 

Quest for Time Bird. 19 99 

g ed He at..13.99::: 

Renegade.13.99... 

Rick Dangerous.15.99 

Robocop.13.99. 

Rock and Roll.13 gg 

Rocket Ranger.16.99... 

Run The Gauntlet.13.99 

R. V.F. Honda.^99 

Red Storm Rising. 15 gg 

Rainbow Islands. 15 99 

gisk-.13:99:: 

Rally Cross.ip 99 

S. E.U.C.K....."..’19.99 

Space Savage.13.99.... 

Startrek 5. 24 99 

ftryx..'13:99:": 

ft. r ' der .13.99.... 

Silkworm. 13 gg 

Skweek. ZZ.’ 13:99’"' 

Space Quest III.19.99. 

Speedball.16.99:::: 

Steve Davis snooker.12.99.. 

S.T.O.S.19.99... 

Story So Far 1 (compilation).12.99.. 

Story So Far 3 (compilation).12.99 

Stunt Car.15.99.... 

Shinobi.13.99... 

Street Fighting Man.13.99..., 

Scroll.12.99 

Sword of Twilight. 

Starwars (compilation).16:99.... 

Shufflepuck Cafe.13.99... 

Super Scramble Simulator.13.99:.:. 

Super Wonderboy.13.99 

Skidz.13.99.:.. 


ST AMIGA 


.16.99 

.13.99 

.15.99 

.13.99 

.19.99 

.16.99 

.16.99 

.15.99 

.16.99 

.13.99 

.19.99 

.16.99 

.15.99 

....15.99 

....15.99 

....13.99 

....12.99 

....19.99 

....13.99 

...24.99 

....13.99 

....16.99 

...13.99 

...13.99 

...19.99 

....16.99 

...12.99 


....12.99 

...12.99 

....15.99 

...13.99 

....13.99 

....12.99 

...16.99 

....16.99 

...13.99 

...13.99 

...16.99 

..13.99 


Slayer. 

Stormlord.. 


Star Blaze.. 


Sim City.. 


Stellar Crusade.. 
Super Cars. 


Test Drive II.. 


Tintin. 

Thrill Time Platinum (compilation).., 


Trivia. 

Track Attack. 

Turbo Outrun. 

Ultimate Golf. 

Ultimate Darts. 

Untouchables. 

Universe III. 

UMS II. 

Ultima V. 

Vigilante. 

Verminator. 

War in Middle Earth. 

Waterloo.. 

W.E.C. Le Mans. 

Warp. 

Winners (compilation). 

Wings of Fury. 

Xenophobe. 

Xenon II.. 

Xybots..13.99: 



.19.99 


.15.99 


.12.99 


.13.99 


.13.99 


.24.99 


.13.99 


.15.99 


.19.99 


.13.99 

...12.99. 

.15.99 


.29.99 


.19.99 


.24.99 


.13.99 


.13.99 


.16.99 


.16.99 


.19.99 

-16.99. 

.16.99 


.12.99 

-12.99. 

.12.99 

-15.99. 

.15.99 

..12.99. 

.12.99 

..12.99. 

.15.99 

..13.99. 

.16.99 

..13.99. 

.16.99 

..16.99. 

.16.99 

..13.99. 

.13.99 

..13.99. 

.16.99 

-12.99. 

.12.99 

..15.99. 

.15.99 

..15.99. 

.15.99 

..10.99. 

.10.99 

-15.99. 


-13.99. 

.13.99 

-15.99. 

.15.99 

-13.99. 

.16.99 

..12.99. 

.12.99 

..19.99. 

.19.99 

..13.99. 

.13.99 

-15.99. 

.15.99 

-16.99. 

-13.99. 

.16.99 

.13.99 


Partn^s M. James and L.K. Mitchell 

•'AMIGA 
> DELUXE 
PAINT III 
I £ 59.95 


COMP 


TOTAL £: 


PRICE 


Name:_ 

Address: 


n 


Tel No: 


Have you ordered from us before(yes/no): 


ZERO FEB 


Cheques and Postal orders payable to SOFTSELLERS. Post & Packino Free in U K 
— rS6aS —-—— r - ltem ~ S ub i ect t0 availability and price change w ithout notice. Not all titles released at time of going to press 




















































































































































































































































































































































The 1 980s has been the decade m 
which comics grew up! Do you want to 
know which titles deserve your hard- 
earned shekels? Then look no further 
than this month's Stuff comics special! 


DC Comics/£ 14.95 Hardback 

Arkham Asylum is a dark and broody exploration 
into the realms of psychological horror, that leaves 
you wondering whether Batman is as insane as the 
Joker! No wonder it was kept back until the movie 
had secured its PG rating. Surprisingly enough, the 
original plan for the Joker to wear a Madonna style basque has 
also been cut. Still, we're left with a nicely packaged graphic 
novel with excellent gothic artwork from Dave McKean and 
gripping story by Grant Morrison. A tad expensive but note - 
there won't be a softcover version for at least a year! 


Titan Books/£6.50 Softback 

This is a Titan compilation culled from Jaime 
Hernandez's work on Love And Rockets, a Canadian 
comic from Fantagraphics. Mechanix follows the 
adventures of a group of rebellious teenagers living 
in suburban USA. There's punks, hispanic gangs, 
goths and lesbians, all stylishly drawn in black and white and 
very much in the European tradition. Some strips are realistic 
treatments of the characters' relationships whilst others venture 
into the realms of fantasy from women wrestlers to superheroes 
like Penny Century. It's not the usual old militaristic comic fare 
but without doubt truly worth a read. 





Viz Comics/£7.95 Softback 

Published in English by ^iz Comics (not the smutty 
one), Mai is massive in her home country of Japan. 
She's basically a 14 year old schoolgirl who has 
(you guessed it) psychic powers. It's a tale of 
corruption and an attempt to manipulate Mai and 
her kind to assist in a bid for world domination, and is rendered 
lovingly in four volumes each containing around 300 black and 
white A5 pages. It borders on sentimentality at times and works 
out a tad expensive but if you rate Japanese comics, then you'll 
certainly like this one. For a taster of far Eastern comic art, check 
out the brilliant Kutsuhiro Utomo's Akira from Epic. 


THE GODS IN CHAOS 

Titan Books/£6.95 Softback 

The Gods In Chaos is the first part of a trilogy. The 
second part, The Woman Trap, is now also 
available. Drawn by Yugoslav born Enki Bilal, it's a 
realistic fantasy set in the future, but based on real 
locations. The artwork and use of colour are 
brilliant and Bilal is widely acclaimed in France, where he has 
resided since the age of nine. Bilal is just one of many European 
Bande Desinee artists worthy of mention here and definitely 
worth checking out. 
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STUFF STOCKISTS 


Available from most specialist comic shops. All the examples 
shown here were obtained courtesy of Comic Showcase, 76 Neal 
Street, London WC2. Showcase offer a mail order service plus 15 
per cent p&p. Details on (01) 240 3664. 


SLAINE THE HORNED GOP 

Fleetway/£4.50 Softback 

Here's a very popular 2000AD character given the 
revamp treatment first in the weekly comic and 
then collected into this Fleetway graphic novel. 
Expect similar treatment for Rogue Trooper in the 
near future. Written by 2000AD s creator Pat Mills 
and drawn by Simon Bisley, it's great to see an old British 
character presented on a par with American graphic novels. It's 
one of a three volume adventure. Oh and also nice to see 
Fleetway challenging the Titan compilation monopoly 'cos it 
awards the artists royalties when reissuing their work. 


HELLRLAZER 

Titan Books/£6.50 Softback 

John Constantine was the creation of Alan Moore 
and first appeared in DC's Swamp Thing. Then he 
was given his very own adventures in Hellblazer 
written by Jamie Delano and drawn by John 
Ridgeway. Constantine is a psychic detective with 
rather dubious morals. If you missed the original comics in 
colour, then you'll have to make do with this black and white 
compilation. It's a complete story collected into one book and 
there's a second volume available too. 


I THE PUNISHER 

I Marvel/£5.95 Softback 

The Punisher is comics' answer to Rambo. He's the 
vigilante that makes Charles Bronson look like Mr 
Bronson from Grange Hill. After Batman, he's set to 
be the next comic character to make it to the big 
i screen. The Punisher movie and computer game 
tie-in from The Edge are scheduled for March. This compilation of 
the original Marvel Limited Series is basically mindless violence 
and similar twaddle, hem, hem. Not our cup of tea at all. 


MARSHAL LAW 

Epic/£2.95 Softback 

Marshal Law is a relatively new character. Here's 
his latest offering from Epic comics. It's a special 
one-off complete story in prestige format, drawn 
by 2000AD artists Pat Mills and Kevin O'Neill. Set 
in a future world, the Superheroes here are the 
baddies(l), except of course for Marshall Law who is pitted 
against them all in the name of justice. It's got great detailed, 
gloomy comic artwork, violence and a quirky sense of humour. 
And this whole issue heavily ridicules much of Marvel's stock of 
superheroes! It's just brilliant. 


ED THE HAPPY CLOWN 

Titan Books/£5.95 Softback 

Another Titan compilation, this time culled from 
the cult Canadian comic, Yummy Fur by Chester 
Brown. Another black and white work aimed at the 
more mature reader, Ed's story is a hopeless one. 
All manner of rather rum happenings befall him, 
not the least of which is the fact that a miniature Ronald Reagan's 
head (from a parallel universe) grafts itself onto his, erm, thingy... 
A comic landmark not for the squeamish. 


I 

TRIUMPH AND TORMENT 

Marvel/£ 12.95 Hardback 

Two more old stock characters, this time from the 
Marvel stable, treated to a prestige format graphic 
novel. Dr Doom, the baddy (who's about to appear 
on computer screens on the Empire label) goes on 
a quest with sorcerer Doctor Strange into Hades to rescue his 
mum's soul! It's written by Roger Stern, and artworked by 
Michael Mignola (of DC's Cosmic Odyssey fame) and Mark 
Badger. Fans will love this one-off original tale. 
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THE PRICE 1$ RIGHT 


Trying to work out what to do with the brownie 
that auntie Maude gave you when she finally 
went home after Christmas? Then check out 
four of the season's biggest bargains. 


GAUNTLET II 

CLASSIX/£9.99 ST & Amiga 

Remember the good old days before you bankrupted yourself 
buying that totally fabbo 16-bit micro? When you used to 
bankrupt yourself playing totally fabbo coin-ops instead? You 
do? Then you may well remember Gauntlet II from your halcyon 
days of dosh slotting. Up to four people can play at once in this 
superb conversion - provided you have the readies for a joystick adaptor. 

Warriors, Valkyries, Wizards and Elves are pitted against such monsters 
as ghosts, grunts, demons and... erm, death - a hooded nasty from Darth 
Vader school of designer knitwear. Acid puddles wander around aimlessly 
(don't they always?), thieves come and nick your gear and life seems to end 
with alarming regularity. Superb gameplay, a lasting challenge... it all adds 

up to a classic package. Gauntlet II is _ 

worth a brown crispy one from 
anybody's wallet. 


OVERALL SCORE 90 





KICK OFF: EXTRA TIME 

Anco/£9.99 

This is an expansion disk 
for Kick Off which was the 
greatest footballing 
happening since Bolton 
won the Sherpa Van 
Trophy earlier this year. Used in 
conjunction with the original Kick Off 
disk, it offers a whole host of new 
features, and improves on some of the 
dodgy bits of the original to boot. 

Amongst the new options are four 
new team formations, including 'Falcon', 
which relies heavily on the wings for 




attacking. (Falcon-wings - geddit? Ho 
hum.) There are also different pitch 
types, wind conditions, and pitch 
conditions to select. Dino Dini has 
assumed that anyone buying this is 
already familiar with the method and 
speed of Kick Off\ and so Extra Time 
plays even faster than the original. 

For those already in posession of the 
original, Extra Time is a brilliant 
addition. The new options alter the 
game for the better, and it plays 
incredibly fast. The best just got better. 


OVERALL SCORE 80 



EAGLES NEST 

Smash 16/E4.99 

Eagles Nest is reminiscent 
of Gauntlet- with a new 
twist. You are a strong, stiff 
upper lip type, hindered 
only by a profoundly silly 
moustache. Your task is to invade the 
Eagles Nest, a Colditz style castle, and 
ultimately rescue three of your buddies. 
This is acheived by charging round 
hunting for the said mates, collecting the 
keys, ammo and food that the Nazis 
have left lying around - no wonder they 
lost the war if they were this forgetful. 

The graphics are a bit blocky - 
'scrolling' is too generous a term to 




describe how the screen moves. Sound 
is nothing special, being just the usual 
spot samples thrown in here and there. 
That said, Eagles Nest is a good mix of 
arcade blasting and a little bit of 
strategic planning. Arcade adventure 
freaks will love it to bits. 


OVERALL SCORE 77 


AMEGAS 

Smash 16/E4.99 

Arkanoid rip-offs seem to 
be a necessary ingredient 
for any software house 
launching a budget label 
these days, and Smash 16 
is no exception. Amegas involves 
bashing bricks out of a wall at the top of 
the screen, with a bat situated at the 
bottom. Gosh. That's a surprise. 

All the usual extras are available, 
including bigger bats, three balls 
simultaneously etc., plus other features 
which make Amegas a far better game 
than your average rip-off. 

However, the graphics are a bit plain 
and sound is okay but nothing specta¬ 
cular. It's on the gameplay front that 
Amegas excels 'cos it's addictive and 
has the advantage of using the mouse 
with two 'fire' buttons. At five quid 
Amegas is a brilliant bargain and a half. 


OVERALL SCORE 79 
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0922 24821 ^ 


We welcome customers at 
SOFTWARE CITY 
1 GOODALL STREET 
WALSALL 
Tel. 0922 24821 


SOFTWARE CITY 
59 FOREGATE STREET 
STAFFORD 
Tel. 0785 41899 


16.99 16.99 PHOBIA 
16.99 16.99 POPULOUS 

4.99 N/A 

6.99 N/A 
16.99 16.99 


1943 

ACTION SERVICE 
ADIDAS GOLDEN SHOE 
A.P.B. 

ALTERED BEAST 
ARCHIPELAGOS 
ARCHON COLLECTION 
ASTAROTH ANGEL OF DEATH 
BALANCE OF POWER 1990 
BARBARIAN (PALACE) 
BARBARIAN 2 (PALACE) 
BANGKOK KNIGHTS 
BATMAN THE MOVE 
BATTLE CHESS 
BATTLE OF AUSTERLITZ 
BEACH VOLLEY 
BIONIC COMMANDO 
BLADE WARRIOR 
BLOODWYCH 
BLOODWYCH DATA DISC 
BOMBER 
CABAL 

CAPTAIN BLOOD 
CARRIER COMMAND 
CENTREFOLD SQUARES 
CHAOS STRIKES BACK 
CHESS PLAYER 2150 
COMMANDO 
CONFLICTS EUROPE 

All orders sent first class 
post and packaging on 
WOLVERHAMPTON WV 


CONTINENTAL CIRCUS 
COSMIC PIRATE 
CRAZYCARS 2 

DAILY DOUBLE HORSE RACING 
DAMOCLES 
DANGER FREAK 
DAYSOFTHEPHAROAH 
DEMONS WINTER 
JGSOFWAR 
-JNGEON MASTER 
DUNGEON MASTER EDITOR 
DYNAMITE DUX 
ELITE 

FI6 COMBAT PILOT 
FAERY TALE 

16.99 FALCON MISSION DISC 

16.99 FAST LANE 

16.99 FEDERATION OF FREE TRADERS 

6.99 FERRARI FORMULA 


POPULOUS NEW WORLDS 
POWERDRIFT 
QUARTERBACK 
QUARTZ 

RAINBOW ISLAND 
_ RAMBO 3 

_ 13.99 REALM OF THE TROLLS 

16.99 16.99 RED LIGHTNING 
N/A 16.99 RICK DANGEROUS 
16.99 16.99 ROADWARS 
ROBOCOP 
ROCKET RANGER 
RUNNING MAN 
SHADOW OFTHE BEAST 
SHINOBI 


N/A 

16.99 


GHOULSAND GHOSTS 
GHOSTBUSTERS 2 
GOLDRUNNER 
GOLDRUNNER 2 
GRIDIRON 
GUNSHIP 
HARDDRIVIN' 

HILLSFAR 

HOLLYWOOD POKER PRO 
HONDARVF750 
HORSE RACING 
HOUNDOFSHADOW 

INDIANA JONES LAST CRUSADE _ 

INDIANA JONES THE ADVENTURE 13.99 N/A 

IT CAME FROM THE DESERT 
11 MEG ONLY) N/A 19. 

INFESTATION 16.99 16.J„ „.„ W1 lw-4 

- IVANHOE 13.99 16.99 SHOOT'EM UP CONSTRUCTION KIT N/A 

N/A 9.99 KEEF THE THIEF N/A 16.99 SPACE ACE 

16.99 16.99 KENNEDY APPROACH 16.99 16.99 SPACE QUEST 3 

16.99 16.99 KENNY DALGLISH SOCCER MATCH 13.99 13.99 STARGLIDER 2 

,oo« T3.99 13.99 ~- 

16.99 16.99 


16.99 16.9 
16.99 16.9 


13.99 13.9! 


13.99 13.99 KICKOFF 

16.99 16.99 KNIGHTFORCE 

6.99 6.99 LAST NINJA 2 

16.99 16.99 LAZER SQUAD 
16.99 16.99 LEADERBOARD COLLECTION 13.99 16 

16.99 16.99 LEISURESUIT LARRY 13.99 13- 

N/A 13.99 LEISURES'T LARRY LOOK FOR LOVE 19.99 N/A 


STARWARS TRILOGY 
STRIDER 


13.99 

13.99 

16.99 


16.99 
6.99 

13.99 

16.99 

16.99 
N/A 

13.99 


29.99 
N/A 

16.99 


16.99 STRYX 
13.99 13.99 STUNT CAR 


13.99 13.99 LICENCE TO KILL 

13.99 13.99 LIVERPOOL 

19.99 19.99 LOMBARD R.A.C. RALLY 

16.99 LORDS OF THE RISING SUN 


AC - V.iv.« iv.vv Lunuour i ncmoil 

con coo FIENDISH FREDDY'S BIG TOP OF FUN 16.99 16.99 MARBLE MADNESS 

16.99 16.99 FIGHTING SOCCER .. 

9.99 9.99 FIRE BRIGADE (1 MEM AMIGA) 

19.99 19.99 FOUNDATION WASTE 

13.99 16.99 FOOTBALL DIRECTOR 2 

N/A 9.99 FOOTBALLER OF THE YEAR 2 

16.99 16.99 FOOTBALL MANAGER 2 

13.99 13.99 FOOTBALL MANAGER 2 EXP. KIT 

13.99 N/A FORGOTTEN WORLDS 

16.99 16.99 FUTURE WARS 

13.99 13.99 GALAXY FORCE 

16.99 16.99 GAUNTLET 2 


SUPER LEAGUE SOCCER 
SUPER WONDER BOY 
SWORDOFSODAN 

13.99 13.99 SWORDS OF TWILIGHT 
N/A 13.99 TV SPORTS FOOTBALL 

16.99 16.99 TEST DRIVE 2 
N/A 19.99 TIMES OF LORE 


16.99 

16.99 

MICROPROSE SOCCER 

16.99 

16.99 

TRACKSUIT MANAGER 

N/A 

19.99 

MILLENIUM 2.2 

16.99 

16.99 

U.M.S. 

6.99 

6.99 

MOONWALKER 

16.99 

16.99 

VULCAN 

13.99 

13.99 

NEW ZEALAND STORY 

13.99 

16.99 

WAR IN MIDDLE EARTH 

13.99 

13.99 

NORTH AND SOUTH 

16.99 

16.99 

WAYNE GRETZKY HOCKEY 

13.99 

13.99 

OMEGA 

19.99 

19.99 

WATERLOO 

8.99 

8.99 

ONSLAUGHT 

16.99 

16.99 

WEIRD DREAMS 

13.99 

13.99 

OPERATION WOLF 

13.99 

16.99 

WORLD CLASS LEADERBOARD 

16.99 

16.99 

OUTRUN 

6.99 

6.99 

XENON 2 MEGABLAST 

13.99 

N/A 

16.99 

16.99 

PAPERBOY 

' PAUL GASGOINE SUPER SOCCER 

13.99 

16.99 

13.99 

16.99 

XENOPHOBE 


13.99 

13.99 

16.99 
16.9 

16.99 

N/A 

N/A 

16.99 

N/A 

16.99 

16.99 

13.99 

16.99 

13.99 

13.99 
N/A 
N/A 

16.99 
6.99 

16.99 

16.99 


13.99 

13.99 

16.99 
N/A 


16.99 

19.99 

16.99 

24.99 

13.99 

19.99 

29.99 

16.99 
16.99 

16.99 

13.99 
13.99 


19.99 

16.99 


16.99 

13.99 


16.99 

6.99 

16.99 

16.99 


SOFTWARE CITY 
3 LICHFIELD PASSAGE 
WOLVERHAMPTON 
Tel. 0902 25304 

, SIXTEEN BIT COMPILATIONS 

LIGHT FORCE 

R-Type, I.K. + , Voyager and Batman The Caped 

Crusader ST 16.99 AG 16.99 

THRILLTIME PLATIGNUM VOL. 2 

Ikari Warriors, Buggy Boy, Bombjack, Space Harrier, 

Live and Let Die, Thundercats and Beyond The Ice 

Palace ST 16.99AG 16.99 

WINNERS 

Thunderblade, L.E.D. Storm, Blasteroids and Imp 
Mission 2 ST 16.99 AG 16.99 

THE STORY SO FAR VOL 1 

Ikari Warriors, Buggy Boy, Beyond The Ice Palace & 

Battleships ST 13.99 AG 13.99 

THE STORY SO FAR VOL 3 

Space Harrier, Live and Let Die, Bombjack & 

Thundercats ST 13.99 AG 13.99 

PREMIERE COLLECTION 

Zynaps, Exolon, Nebulus & Netherworld 

ST 19.99 AG 19.99 

PRECIOUS METAL 

Captain Blood, Xenon, Arkanoid 2 (ST only), 
Superhang On (AG only) & Crazy Cars 

ST 13.99 AG 16.99 
3.5 inch DOUBLE SIDED, DOUBLE DENSITY 1 1.00 
With Labels 10 9.00 

25 21.25 

PD Lists Amiga only send S.A.E. 

PD's 1.99 each or ten for 15.00 

TRILOGIC AUDIO DIGITISER MARK 2 VERSION 
Mono 27.99 Stereo37.99 

MOUSE MATS 2 99 

MOUSE COVER 4 99 

ST & AG EXTENSION LEADS 5 99 

AMIGA 1/2 MEG EXPANSION 89 00 

AMIGA DRIVE 99 00 


within 24 hours of receipt, subject to availability. Make cheques/POs payable to Software City. Please add 50p for 
'™ e « s u " der £5 °° ; overseas orders add £1.50 per item. Address to SOFTWARE CITY, 3 LICHFIELD PASSAGE, 
1DZ. Produce this advert to receive the above discounts 30% off rrp on anv coftwnro not licton 



HIGH EARNING OPPORTUNITIES WORKING FROM HOME 


IF YOU HAVE WRITTEN A GAME OF A 
HIGH STANDARD, OR WISH TO CONVERT 
GAMES FOR THE SPECTRUM, AMSTRAD, 
COMMODORE 64, ATARI ST, AMIGA OR PC 
THEN SEND A COPY OF YOUR GAME, 

A DEMONSTRATION OF YOUR WORK OR C. V. TO: 



EVALUATION DEPT (Z) 
IMAGE SOFTWARE 
TREVOL BUSINESS PARK 
TERVOLROAD 
TORPOINT 
CORNWALL 

TEL: 0752-8-12148 (24 hr] 






































































\LAUNCHPAD 

CONTACT CHRIS SKINNER ON 01-631 1433 


ZERO 
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CHATLINES 


* 


v 

\ 


COMPUTACHAT 

WOULD YOU LIKE TO CONTACT OTHER COMPUTER 
GAMES PLAYERS, PROGRAMMERS, ARTISTS, MUSICIANS, 
ETC. TO SWAP HINTS, TIPS, POKES OR EVEN SOFTWARE 
(ORIGINAL OR P.D. ONLY)? 

WHAT DO YOU THINK OF FORMING GROUPS 
TO BUY BLANK DISKS OR TAPES IN BULK? 

MAYBE YOU DON'T OWN A COMPUTER BUT WOULD LIKE 
TO CHAT WITH PEOPLE WHO DO? 

NO MATTER WHAT TYPE OF COMPUTER YOU OWN RING 
NOW ON 

0898 338 934 

noon to midnight 7 days a week 

EXPERTS ON HAND TO OFFER HELP WITH ADVENTURES 

T.M.E. pic, PO Box 54, Southwest Manchester M15 

Calls charged at 25p per minute off-peak 
_ 38p per minute peak time 


CONSOLES 




* 




% 



mumD 1 

Europes Largest Stock of 
Video Games & 
Cartridges For- 

MARI ^ 

* 

fill >7IEGI\ DRIVE 

The leading Video game specialists. 
Send for lists(state make of game) 

TELEGAMES,WIGSTON,LEICESTER, 
LE8 1TE. (0533 880445) 


2600 

and 

7800 




SOFTWARE 


when was the last time your mail 
order put a smile on your lace? 


MThy is it our many customers praise our exceHent service and continue 
to shop with us? Simply because we are the best in mail order with 
a service that is beyond comprehension. 

Hi grade 3MfSoay talk disks: £8.00 per 10, £15.80-20, 
£38.00-50, £70.00-100. 

Std 3.5 7208 (Kao) disks: £8.90-10, £13.50-20, 
£20.10-30, £31.40-50, f55.99-100. 3.5 80cap boxss: 
£8.50 IsN £2.50 to cam POP). 

10 SsayfVarbatimrrdk (with froo disk) DS/DD Branded boxod: 
£11.50 lac. Soft omasa mats: £3.60. Moasa hossas: £2.90. 
Twia Joystick axtsadsrs: £4.80. Duct covers (ST/amiga): 
£3.90. Midi (10ft) caUos: £3.80. M.E.S. 512K ram awtehabla 
apgradr £77.00. Camaaa 3.5 1Mb oxt drive: £87.95. 
Inckide vst and P&P with sameday delivery and complete with our no 
nonsense warranties. Best prices on all your hardware/software 
requirements. Send Large SAE for prices. Phone Paul now or send in 
your order with ChequefPO or Access/Visa/Connect mmmm 
you order (usual (totals) for immediate despatch to: 


Joy Of Life Arts, (Zero I). 45 Elswick. 
Skelmersdale. Lancashire WN8 6BX. 
Telephone: 0695 32382 (24 hrs) 


DO NOT BUY 
P.D. SOFTWARE 


At least not until you have seen the latest 
FREE catalogue from GOODMAN P.D. 
All the latest demos, games and utilities 
available from only £2.00 a disk. 
Send 20p stamp or telephone 
for further details: Atari ST onJy 


GOODMAN P.D.L. 

16 Conrad Close. Meir Hay Estate. 
Longton. Stoke on Trent ST3 1SW 
Tel: 0782 335650 


SWIFT COMPUTERS 

Atari Si Commodore Specialists 

10 3.5' DSDD JVC Disks £6.50 
Mouse Mats £2.99 
40 Disk Box Lockable £4.99 
Full range of accessories 
102 Crawley Drive, 

Hemel Hempstead HP2 6BU 
Tel: 0442 54563/58637 

£1.50 per order p&p _ 


HARDWARE 



4 ^, 


GA ASOO 

From £349 

IMeg Amiga with Free Dungeon 
Master Software: Only £439 

ATARI 520 STFM 
' Only £279 

Includes MEGA PACK Software and Free Joystick 


ATARI 520 ST "POWER PACK” Only £379 
Includes Mega I Pack Software 


Commodore 64 "Light Fantastic Pack” 
Includes F ree Joystick: ONLY £149 

SAM COUPE 
From C160 


Software: 12% off RRP 
3‘/ 2 ” Disks; 10 for £10 


f 


■:L MPS 1230 

' £149 


STAR LCIO 

£199 5 



ATARI S lJJf NOW IN STOCK 
Please Ring for Details 


SOFTWARE 


ELECTRIC P.D. MAIL ORDER 

JOVSTICKS & UDUTIES 


A.P.B. *£7.1)0 

Action Service £7.50 
Airbotirne Ranger *£7.45 
Ancient Battles £10.45 
Arcade Muscle **£9.85 
Aussie Games *£7.50 
Bankok Knights £7.50 
Batman ***£7.45 

Batman the Movie *£7.50 
Beach Volley *£7.50 
Boxing Manager £7.50 
Cabal 

Christmas Coll 
Coin Op Hits 
Crazy Cars II 
Double Dragon 
Dragon Ninja 
Dragon Spirit 
Dragons Flame 
Dynamite Dux 

Epyx Comp _ 

F/ballerof the Year £7.50 
Football Director £7.50 
Football Manager II £7.50 
F/ball Manager Exp 
Kit £5.70 

Forgotten Worlds £6.90 
Game, Set & Match 
H £9.85 

G Lineker Hot Shots £6.50 
Gremlin Wing *£7.50 
Ghostbusterll £7.50 
Ghouls'n'Ghosts *£7.50 
Gilbert £7.50 

Gunship *£7.45 

Hate £7.50 

Hill 19 £7.00 

Inheritance II £7.50 


Inspector Gadget £7.20 


*£7.50 

**£9.85 

**£9.85 

£6.90 

*£7.50 

*£6.90 

*£7.50 

*£7.50 

£7.50 

**£9.85 


£6.40 

£6.90 

£6.90 

£7.50 

£6.90 

£7.50 

*£7.50 

*£7.50 

*£7.50 

£7.50 

£7.50 


Karyssia 
Katakis 
K Dalglish 
• Last Ninja 
Last Crusade 
Licence to Kill 
Moonwalker 
New Zealand St 
Op Thndrblt 
Panic Stations 
Power Drift 
Purple Saturn Day *£7.50 
Rainbow Islands *£7.50 
Red Heat *£7.00 

Risk *£7.45 

Robocop *£7.45 

Run the Guantlet *£6.90 
Running Man ***£6.90 
Soccer *£7.45 

Soccer Spectacular £9.90 
Soccer Squad £7.50 
Space Ranger £6.90 
Street Fighter £6.90 
Strider *£7.50 

Sup Dragonslayer £6.50 
The In Crowd £11.10 
The National £7.50 

The Untouchables *£7.50 
Thunderbirds *£9.85 
Tin Tin *£7.50 

Vigilante ***£6.90 

War Middle Earth *£7.50 
Warlock £6.50 

White Drawf £7.30 

Wild Streets £7.50 

Wizard Warz £6.90 

Xenon £7.50 


CASSETTES ONLY 
£1.99 

A.R.E.N.A. 

Airwolf 
Airwolf II 
Battleships 
Billboard 
Bombjack 
Bombjack II 
Bubble Bobble 
Fighting Warrior 
Formula Grand Prix 
Friday 13th 
Pro Golf II 
Street Warrior 
Yogi Bear 


|£2.99 I 

3D Grafix 
Army Moves 
Arkanoids 
Bigfoot 
Cup Football 
Jack the Nipper 
Paperboy 
Rugby Boss 
Short Circuit 
Terramex 
Thundercats 
War 

War Machine 


DISK PRICES 
*£11.75 **£14.50 
***£10.45 


GAMES NOT YET 
RELEASED WILL BE 
SENT ON DAY OF 
RELEASE 


JOYSTICKS & UTILITIES 


Cheetah 125 £6.90 

Comp Pro 5000 Clr £13.95 
Comp Pro 5000 Ex £13.95 
Cruiser £8.95 

Speed King A/E £9.90 


Dustcover +2 
Dustcover +3 
Lightpen +2 
Lightpen +3 
Cass Leads +3 


£4.50 

£4.50 

£19.95 

£23.95 

£3.95 


WRITE OR 
PHONE FOR 
YOUR FREE 
PRICE LIST 


CHEQUES/P0 PAYABLE 
TO ELECTRIC P.D., 7 
PARK ROAD, 
HALTWHISTLE. 
NORTHUMBERLAND 
NE49 9AR. Phone (0434) 
321942 


Price* inc VAT + PP. 
Europe add 70p per item. 
Outside Europe £1.00 per 
item. Games for C64. 
Amiga ST, Amstrad, 
Spectrum. Sega, PC 
Engine, 
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LAUNCHPADJ? 

CONTACT CHRIS SKINNER ON 01-631 1433 "7^ 


SOFTWARE 


LINC SOFT SOFTWARE 

57 Maple Street, Bracebridge, 
Lincoln LN5 8QS 
Telephone: (0522) 535409 


THE PRICES SHOWN BELOW ARE FOR 
ATARI ST & AMIGA DISKS 



AMIGA 

ST 


AMIGA 

ST 

Double Dragon. 

....13.99 

13.99 

APB. 

..13.99 

13.99 

Lorn RAC Rally. 

....17.21 

17.21 

Cybernoid II. 

,.13.99 

13.99 

Premier Collection.. 

....20.39 

20.39 

Dragon Ninja. 

,.17.24 

13.99 

Road Blasters. 

....13.99 

13.99 

Operation Wolf. 

,.17.21 

13.96 

Running Man. 

....17.21 

17.21 

Robocop. 

..17.24 

13.99 

Silk Worm. 

....13.99 

13.99 

Red Heat. 

,.17.24 

13.99 

Thunder Birds. 

....17.21 

17.21 

New Zealand Story... 

,.17.24 

13.99 

Vigilante. 

...13.99 

13.99 

Strider. 

..17.24 

17.24 

Shinobi. 

...13.99 

13.99 

Batman (Movie). 

..17.24 

13.99 

Xenon II. 

....17.24 

17.24 

Star Wars Trilogy. 

,.17.24 

17.24 

Barbarian II . 

....13.99 

13.99 

Nebulus. 

..13.99 

13.99 

Space Harrier. 

....17.24 

13.99 

Action ST Volume 2. 

....N/A 

20.39 

HKM. 

...13.99 

13.99 

Gemini Wing. 

..13.99 

13.99 

Captain Blood. 

,..17.21 

13.96 

Mr Helly. 

..17.24 

17.24 

Garfield II. 

....12.24 

N/.A 

Action Ameqa Vol. 2 

20.39 

N/A 

The Story So Far 3.. 

,..13.99 

13.99 

Indy The Last Crusade.13.99 

17.24 


HARDWARE 

Commodore 64 Light Fantastic Pack.149.00 

Commodore Amiga 500 Bat Pack.365.00 

1 Meg Amiga 500 Bat Pack + Dragons Lair.495.00 

Atari 520 STFM Explorer Pack.269.00 

Atari 520 STFM Power Pack.355.00 

Phillips CM8833 Colour Monitor.250.00 

Cumana 3.5" External Disk Drive..95.00 

3.5" DS/DD Bulk Disks — pack of 10.9.50 

3.5" DS/DD Kodak Disks — pack of 10.13.50 

Most titles are available in other formats for most popular computers. 
Mail order only telephone or write for a price list for your computer. 
Cheques or Postal Orders should be made payable to 
LINC SOFT SOFTWARE 


SOFTWARE 


CONSOLE QUEST 

Tel: (0424) 717277 




PC ENGINE t 

Cyber Cross.19.49 

Dungeon Explorer...19.49 

F-1 Fight Pilot.19.49 

Motoroader.19.48 

R Type I or II.19.49 

Son & Son II.19.49 

Winning shot.19.49 

Wonderboy III.19.49 

Wonderboy In 
Monsterland.28.95 


SEGA MEGADRIVE £ 

Alex Kidd.27.44 

Altered Beast.27.44 

Baseball.31.85 

Ghouls & Ghosts....36.40 


PC ENGINE PLUS £ 


Please ring for very 
latest info on other 
games and prices for all 
these formats. 


Afterburner.36.40 

Darius.36.40 

Doub. Dungeon..36.40 
Image Fighter....36.40 

Outrun.36.40 

Phant. Fighter....41.15 

Rainbow Isl.41.15 

Shinobi.36.40 

Wonderboy II.41.15 


★ C.D. RDM required for these games 

Every effort is made to obtain the latest games. We also supply games at 
very competitive prices for AMIGA 500 and ATARI ST. Please ring. 

All prices include VAT, postage and packing (please add £1.50 per item 
overseas). Despatch will be quicker than you think. 


To: CONSOLE QUEST, P.O. Box 115, 
HASTINGS, EAST SUSSEX TN34 2TT 


wish to order_ 


Tick 

format 


PC MEGA 

□ □ 


PCP 

□ 


I enclose cheque/PO for £_ 


or charge Access/Visa No. 


Expiry date_ 


Name 


. Signature 


Address 


Post code . 


. REF: ZE 


SOFTWARE 


mutant sOFtWRrE 


ANIMAL’S TOP TEN CHRISTMAS RELEASES 

25.99 


1. SHADOW OF THE BEAST 
(Psygnosis) 

2. CHASE HQ 
(Ocean) 

3. THE UNTOUCHABLES 
(Ocean) 

4. POWER DRIFT 
(Activision) 

5. PLAYER - MANAGER 
(Anco) 

6. IT CAME FROM THE DESERT 
(Cinemaware) 

7. CONTINENTAL CIRCUS 
(Virgin) 

8. FUTURE WARS 
(Delphine) 

9. GRAND PRIX MASTER 
(Dinamic) 

10. PAPERBOY 
(Elite) 


18.50 

18.50 

18.50 

14.95 

18.50 

14.95 

18.50 

14.95 

18.50 


AND THE REAL SPACER... 

Included with each game is a free voucher to be used 
as extra discount on future purchases. 


To order send cheque or Postal Orders to: 

Ml TAM SOITWARF. 173 STAIXFS ROAD. I.FDFONT. Midd x. 

Or rin.U 07.3:! .3801! IO and 01 800 
FOR IIFTAII.S OF AI.I. SOI 'IAVARF. PFRIPIIFRAI.S AND IIARDWARF. 
Orders despatched w ithin 2 I hours. 


VIDEOS 


One Great Video 


Starring: 

All the Smash Hits from 
the Games World 


OVER 400 GAMES SHOWN 


What Games can I buy? 

Which Console is compatible? 

Do I need a Monitor? 

What is SCART? 

How about NTSC—PAL —SECAM? 
Where do I find out...? 


ALL THESE, & MORE, ANSWERED 




KILBY BRIDGE, WIGSTON, 
LEICESTER LE8 1TE 

Telephone: (0533) 830445 (0533) 813606 

Fax: (0533) 813437 
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THE READERS' PAGES 
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Send nil your old crop to 
Ylkes, ZERO, Dennis 
Publishing, 14 Rothbone Place, 
London W1P IDE - there might even be a 
well spanking free 'gift' in it for you. 

CLAIMS TO FAME 

Well, well, well. One month we have no 
'contestants' at all, and the next we have 
about nine squillion. So, Ladies and 
Gentlemen, please put your hands together 
for the following.... 

This is Peter Templeman 

of Cleveland, who writes 
thus: "Bob Holeness (sic) 
eat your heart out. You 
asked for a celebrity and 
by golly, now you've got 
one...." Oh yes. So we 
have. Um, it appears to be 
Count Dracula. (It's Ray 
'Snooker Supremo' 

Reardon actually . Ed.) 

Jaz Singh, a computer pro¬ 
grammer, points out in his 
letter. "The gentleman next 
to me is my former 

personal adviser. Cliff. 

something or other". Eh? 
That's never Cliff Richard? 
Surely not? (He means Cliff 
Barnes from Dallas. Ed.) 

Stuart Ellen from Co. 
Durham sent this one of 
himself in the middle of an 
'embrace' with Meatloaf 
(apparently taken at the 
Bristol Hippodrome last 
year). Well, what do you 
think? It looks like 
Meatloaf, but it could easily 
be someone who resembles 
him, couldn't it. Surely the 
'real' Meatloaf is bigger 
than that - unless of course 
Stuart happens to be over 
eight feet tall, and 'big' 
with it. We'll give him the 
benefit of the doubt. 


And finally one from 
Manchester. Someone's 
sister - Kelsey Jackson's 
sister to be precise - posing 
with none other than The 
Invisible Man. Coo, what a 
photographic coup. Full 
marks for ingenuity, but, 
unfortunately for Kelsey, it 
doesn't get a prize. Ho ho. 
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ASTRONOMY CORNER 

by Professor Bernard Nebula (The First Briton In Space) 


A fter last month's space journey 
I'm safely back on earth, and can 
bring you the latest update on 
the Giant Space Spider that has been 
threatening the safety of everybody on 
the planet. Um, actually I have to admit 
to having a bit of 'egg on my face' 
over this one. It's not entirely 
my fault though - if you recall 
I was acting on a tip-off from 
a mole at NASA-so it was all 
their fault really. Heather 
Couper fell for it as well, and 
she's a 'professional astro¬ 
nomer' (even if she is a wo¬ 
man), so it's hardly surprising 
that I got caught up in the general 
panic. In future I'll stick to my own 
beliefs, because to be quite honest with 
you I suspected something was slightly 
amiss from the word go - it's just that I 
kept it to myself because I didn't want to 
make NASA (or Heather Couper) look 
stupid. I actually wrote this down months 


ago on a piece of paper and mailed it to 
myself inside a postmarked and dated 
sealed envelope, so I'd have total proof 
that I wasn't duped - but unfortunately it 
got mislaid somewhere along the line by 
the Post Office: so a little of the blame 
can be apportioned to them. 

Oh well, here goes on the 
Giant Space Spider. Um, it 
wasn't actually very 'giant' 
after all. In fact it wasn't 
even alive. It was, erm, 
actually a little Money Spider 
that got stuck on Voyager 3's 
camera lens at some point 
directly before its launch all 
those years ago. So we're all quite 
safe after all. Hang on a minute - 
there's a fax coming through on my 
personal machine. (Fax feeds through at 
about one inch per year.) Oh, it's from 
Heather Couper. Crikey: this can't be 
possible, I've got to get to The Pentagon - 
quickly. I'll fill you in next month. 



BUILDING TIPS 

_by Robert McAlpine Junior 


Hello builders. Had a 
constructive month? I have - 
building a ten metre long, 
three feet high garden wall for an 
elderly next door neighbour. A 
whole month might seem a bit 
excessive for such a small wall, you 
may think. But don't forget - I do 
things the Robert McAlpine Junior 
way, and in the case of this wall 
I paid particular attention to the 
foundations. The soil in the garden 
gave me cause for concern, being a 
little on the sandy side: "It could 
easily shift an inch or two within the 
next 800 years," I informed my 
worried client. So I decided, for a 
firm base, to hire a JOB and start the 
wall from a sensible depth - fifty feet 
below ground level. This is what 
took the time. But it's finished now, 
and with the soil I excavated I was 
able to include, free of charge, a 22 
foot high rockery (or in this case, due 
to lack of rocks, a 22 foot high 
'sandery'). What have you been up 
to though? A quick check in the 
mailbag should help to illuminate. 

Dear Mr McAlpine Jnr. 

I have been following your course on 
building carefully over the last few 
months, and have found myself agreeing 
with most of your points. However, in 
Issue Two I found an article which 
provoked me into writing this letter. It 
was from a certain Mr Steve McDougall 
of Gwent (boyo). He stated that buildings 
should be knocked down with a 


sledgehammer. This is probably why he 
is not as popular in the builders' world as 
you are, Mr McAlpine. I would personally 
have adopted the following technique: 

1) Have a cup of coffee 
*) Have another cup of coffee 

3) Buy a meat pie from Ming's Chippy 

4) Have a cup of tea 

5) Seriously contemplate standing up 
Eat the meat pie and have another cup 

of tea (to increase the digestion rate of 
the pie - union rules) 

7) Place seventeen 2.27 pound sticks of 
dynamite, three metres apart from each 
other, at convenient places around the 
building 

8 ) Strategically run to the other end of 
the street in the hope of outrunning the 
fuses' 'burn time' 

9) Watch the building get the shite blown 
out of it 

10) Inform the residents of their 
misfortune. (You did remember to evac¬ 
uate the building didn't you? Oh dear.) 

If you think that was stunning, wait till 
next month when I'll tell you how to get 
out of the police station using the system 
known as 'bail'. 

Steven Pinky Pickering 

Pinky Builders Merchants, Preston 

Well, yes. That would certainly 'do 
the trick' as it were - but what a 
noisy way of going about things. 

Still, well done anyway - and I hope 
you get enough money together to 
meet the bail requirements. I've got 
some hod-carrying tips for everyone 
next month, so see you all then. 
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BLACK SHAPE 


(The Alternative Letters Page) 

I've got a McDonalds 'McGherkin Bits That Everybody McFishes Out And Throws In The 
McBin' Burger (and regular fries) to eat, so I'll deal with you lot as quickly as possible 
this month. Oh, and some of you are DELIBERATELY getting my name wrong. I wasn't 
born yesterday you know - Black Sheep indeed. The name's Shape, Black Shape (licensed 

to cut you off in mid-sentence, so watch it!) 


Dear Black Negligee Dear Black Shape 

’ve recently sold (....sniiipp. Warned you A couple of days ago I ate TWO McVities 
loads of times.) digestive biscuits in one minute and 

Black Shape. 22.87 seconds. I do not usually eat as 

fast as that, but I was very hungry 

Dear Mister Black Shape indeed and just had to get some 

As an utterly complete computergames- nourishment into my digestive system, 
oholicfreak (how's that for a Scrabble I suppose that's why they're called 

word?) (Totally useless - no Z's. Black digestive biscuits. 

Shape.) and buyer/reader of almost all Ross Hatcher, Aylesbury, Bucks, 
the English, German and Dutch • / got onto McVities, who assure me 

computer magazines, I thought I'd let that Digestives are circular, semi-sweet 

you know what I think of your new mag. biscuits made from wholemeal flour 
„ I've compared the following six which do aid the digestion process. So 

magazines with each other: ACE, TGM, you were right, well done. McVities also 

C&VG, The One, ZERO and Aktueller pointed out that your consumption time 
Software Markt, and will compare them of 82.87 seconds might well be a world 
on the following points. Price, number of record, so I asked Norris McWhirter (see 


pages, number of reviews, rating the Yik 

system, extras and overall quality. 

(He goes into a lengthy comparison Dear I 
which takes up three sides of A4, so I've Your Is 
done a 'sniiipp'. Black Shape.) comple 

So there you have it! Right, and how termin; 
about some conclusions? Well, I am not enjoyrr 
going to conclude anything. So why the I made 
hell did you bother to compare them? windov 
you will ask. (Well? Black Shape.) Well, Serious 
the answer is this: I didn't have anything shame 
to do, you see. I had no new game to P. Seat< 
play, and I have read all the latest issues • Call i 
of all the above mags, so I am waiting you likt 
for the next batch. betwee 

Rob Nengerman, Eefde, Holland. liked Ri 

• Cripes, they certainly keep you pretty case, tl 

busy out there in Holland, don't they. Black 
Actually, you inspired me to do a 
comparison of six countries (based on Dear I 
their distance from Denmark): The There's 

contenders were Italy, Portugal, Spain, Crypt', 
Greece, Holland and New Zealand. New congre 
Zealand won. Well done, and well be myself 
sending a prize to every single New name-c 
Zealander in 'due course'. practic< 

Black Shape. (after p 

Our on 

Darling Black Shape playing 

Hello, how are you? I myself am fine, politel\ 
thanks for asking. (I didn't. Black Shape.) play a I 
Oh, and unlike T.N. McKellar, who will David E 
never forget seeing Sean Connery as abuse. 
Ghandi in Alan Parker's blockbuster epic Maybe 
Butch Cassidy And The Sundance Kid on our cai 
the Big Screen, I have completely The Bla 

forgotten seeing it. ignorar 

Charlie Cameron-Brown, Bungay, Suffolk. Simon, 

• / wondered if Sean Connery had any Wookie 

recollection of it himself, so I phoned up PS. We 
his Sussex residence to inquire: beer m< 

unfortunately I couldn't get through as, Tetris ir 
according to the operator, he hasn't paid send (.. 


the Yikes Interview). Black Shape. 

Dear Black Shape 

Your Issue One 'freebie' Recoil is a 
completely pointless, monotonous and 
terminally crap game. I got more 
enjoyment throwing the 58 paper planes 
I made from your magazine out of the 
window than I did from playing Recoil. 
Seriously though, the mag was great - 
shame about the game. 

P. Seatan-Smith, Redditch, Worcs. 

• Call me falsely optimistic and obtuse if 
you like, but I get the idea - reading 
between the lines - that you actually 
liked Recoil very much indeed. In which 
case, thank you for your compliments. 
Black Shape. 

Dear Black Shape 

There's a club in Hastings called The 
Crypt', where my friends and I 
congregate. It's a fun old dive where 
myself and Wookie Beast (no more 
name-dropping. Black Shape.) can 
practice our animal noises undisturbed 
(after partaking of a little Wild Turkey). 
Our only gripe is that they insist on 
playing naffo music. Whenever we 
politely enquire as to whether they could 
play a little Pink Floyd, Jimi Hendrix or 
David Bowie, we are met with a flurry of 
abuse. (I'm not surprised. Black Shape.) 
Maybe if you print this letter it will aid 
our cause (I know the mighty power of I 
The Black Shape could bring these 
ignorant troglodites to their knees). 

Simon, Squid, Count Duckula, Bill, 

Wookie, (....sniiip) Hastings, East Sussex. 
PS. We have to spend our hard earned 
beer money on an arcade version of 
Tetris in the Crypt, so we beg you to 


his phone bill for six months. Yes, that's 
right - you heard it here first - Sean 
Connery has been cut off by British 
Telecom. Black Shape. 


• Getting drunk on Wild Turkey and 
making animal noises while playing 
mindless arcade games is not the sort of 
behaviour Margaret Thatcher expects 


from our 'youth', so I've written her a ^ 
letter asking her to stamp it out as soon 
as she's got the Poll Tax up and running 
this end of the country. And as for me 
talking someone into letting you listen to 
distorted recordings of a Fender 
Stratocaster 'feeding back' at about 8000 
decibels: well, I certainly will not. What's 
wrong with Jason Donovan? Black 
Shape, (erm... oh, let's just forget it. Ed.) 

Black Shape 

I didn't know Black Shapes could talk. 

Jonathan Bell, Ashtead, Surrey. 

• Well, here's one that can also sing, 
dance and watch an entire episode of The 
Little And Large Show without vomiting. 

Black Shape. 

Dear Black Shape 

I write to complain about this consumer 


terrorism - it really has gone too far. First 


it was glass in baby food and fuse wire in 


crisps. And now, while eating my 


cornflakes this morning, I nearly choked 


on a small plastic dinosaur. What will 


these callous people think of next? 


Gordon Bingham, Stewarton, Ayrshire. 


• Exactly. Still, 'Kinder Eggs' seem to 


have been rumbled. Black Shape. 




► 



READERS WIVES 

(AND ERM, THINGS) 

B rilliant. We've got a passport 
picture. It was sent in by Alan 
# Hide All The Kitchen Knives' 
Thorne of Stockton-on-Tees, and is the 
mugshot of his much beloved sister. We 
actually think she looks quite nice, but 
here's what Alan had to 
say in his letter... 

"She's not exactly 
the happiest person in 
the world, but this 
just about says it all. 

Even pictures of 
well known female 
murderers don't 
measure up to 
this. Something I 
would like you 
to take into 

consideration is that I'm 
risking my life if you print it and 
my sister catches a glimpse of it in your 
glorious publication. In fact I may be 
risking castration." 

Go on. Dig out those horrendous 
passport photos (or whatever) and 
send them to us at Yikes, ZERO, 14 
Rathbone Place, London W1P IDE. 
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Every month, Yikes interviews 
a 'famous person' on the dog 
and bone: and what a 
palaver it sometimes is. You 
phone 'A', who puts you 
through to 'B'. You explain to 
'B' what you want, and get 
put back to 'A' again. 'A' 
apologises and puts you 
through to 'C', who doesn't 
understand you and puts you 
through to 'D', who in turn 
puts you through to 'E'. After 
a lengthy hassling session, 'E' 
gives you another eight 
telephone numbers and bids 
you farewell. Then you phone 
up 'F', 'G', 'H' and so on, until 
you finally get through to 'N'. 
'N', in this case, stands for 
Norris McWhirter, the brains 
behind BBC's Record Breakers 
(and, ahem, chairman of The 
Conservative Family 
Association). Was it all worth 
the telephone bill though? 
Urn, no, not really actually - 
but read on anyway... 



That's disgraceful 
He ought to be 
locked up. 


orris: Fire away then - I'm an 
extremely busy man. 

Yikes!: Erm, so how did you get 
interested in 'records' in the first place? 
Norris: Well, when my late brother and I 
were younger, we lived in a house in 
north London and used to get 150 news¬ 
papers delivered every week - so we'd 
scour through them for interesting items 
and cut them out. It all started from that. 
Yikes!: Blimey. Urn, how come you got 
150 newspapers a week? 

Norris: Well, our father, William 
McWhirter, was editor of three 
newspapers: the Sunday Pictorial, the 

Sunday Despatch and 
the Daily Mail. In a 
sense you could say 
(Norris leads into a 
sort of 'joke') that he 
was actually a 'record breaker' himself. 

(Boom boom.) 

Yikes!: Ho ho ho. Erm, yes, very funny. 
One of our readers claims to have eaten 
TWO digestive biscuits in one minute and 
22.82 seconds. Is this a record? 

Norris: Well, first of all, to put you right, 
there isn't a category for the 
consumption of digestive biscuits - but 
even if there was, your reader's time of 
82 seconds for two would seem to be far 
too slow to constitute a record. 

Yikes!: Oh. Never mind, how about this 
one then. One of our staff members has 
successfully driven his car for eight 
seconds at 60 mph: with his eyes totally 
closed. That must be a record. 

Norris: Where did he do this? On an 
airfield or something? 

Yikes!: No, he did it on a winding 



NORRIS 

McWhirter 



country lane , actually. (He was drunk.) 
Norris: That's disgraceful. He ought tp 
be locked up. He certainly wouldn't grace 
the pages of the Guinness Book Of 
Records by carrying out a stupid stunt like 
that. Disgraceful. 

Yikes!: Are there any other 'gratuitously 
dangerous' stunts you haven't included in 
the book? 

Norris: Well, one chap wanted to do a 
free-fall parachute jump while 
handcuffed. The idea was that, on his 
descent, he would pick the lock on the 
cuffs, and only when his hands were free 
could he operate the rip-cord. Crazy! 
Yikes!: To move from the book to the 
TV programme, urn, whose idea was it to 
get Cheryl Baker in to co-host. And more 
importantly, why??? 

Norris: It was nothing to do with me, 
someone at the BBC had three require¬ 
ments for the post. Firstly they wanted a 
girl, secondly they wanted a girl who 
could sing, and thirdly they wanted a girl 
who could sing and be jolly and jovial. 
Yikes!: Well, we're with you on the 'girl' 
bit, and the 'jolly and jovial' bit, but it has 
to be pointed out that Cheryl Baker isn't 
actually very good at singing. 

Norris: What do you mean? She won 
that Eurovision Song Contest didn't she? 
And she can certainly sing a lot better 
than I can. Mind you, I can't sing at all. 
Yikes!: Oh. Is it at all true (we read this 
in the papers) that after one recording of 
the show, because he was miffed at her 
fluffing so many links, Roy Castle gave 
Cheryl a backhander across the mouth 
which loosened three of her teeth? 

Norris: Oh, no, Roy wouldn't do 


something like that, it's so unlikely. He has 
such a slow temper. He's got four children 
and I've met them all. He can play The 
Flight Of The Bumble Bee on the alp horn, 
and believe me, it's pretty hard to do - 
even on the trumpet. And another thing 
about Roy is that he can tap dance. He's 
got the world record. He performed a 
million taps over a period of 23 hrs. That's 
eleven taps per second. I'll give you his 
telephone number, so you can check on 
that story. {I'm sure it can't be true. Ed.) 
Yikes!: To get back to the book - urn - 
we want to be in it. You know those 
'domino toppling championships'? 
Norris: Yes. They look wonderful when 
they drop, don't they. 

Yikes!: Yes, they do. And we've got for 
you the shortest 'domino topple' in 
recorded history. We've got it here: now - 
here on the phone. It's one domino, and 
we're going to knock it over. Listen 
carefully. (An almost undetectable 'click' 


The deer hot fly can travel 
at 860 miles per hour. 


sound.) There. How did we do, Norris? 
Norris: Ho ho. Well. You certainly get 
the world record for ingenuity. Nobody's 
going to beat one domino. 

Yikes!: What, you mean you'll put us in 
your book? 

Norris: Well, it's down to the editor 
really, you'll have to ask him. 

Yikes!: Surely you could have a word 
with him for us? 

Norris: Yes, I could I suppose. 

Yikes!: Good. That's settled then. We're 
record breakers. Did you know that the 
deer bot fly can travel at 860 mph (at 
high altitudes)? 

Norris: That's not true, you've 
exaggerated 26 fold. Anyway, I've got to 
go now. I'll just go and get Roy's number 
for you so you can check out that story. 
Yikes!: Don't go, don't go, we've only 
got three more questions.... 

Norris: (Silence). (He's gone to get Roy's 
phone number. Ed.) 

Yikes!: Did you know that the name 
Norris is derived from the ancient Celtic 
word Norrislaine, which means 'Purple 
Fire Lord'? Hello? Hello? 

Norris: (Silence). (He's not back yet. Ed.) 
Yikes!: Do you agree that the Poll Tax is 
actually an 'existence tax', and is grossly 
unfair and undemocratic? Hello? 

Norris: ... Hello? I've got Roy's 
telephone number for you. Here it is 
(he reads it out). Goodbye. (Click.) 
Yikes!: Blimey. He's hung up. 



EDITORIAL COMMENT 

So, according to Norris McWhirter, 
Yikes! now holds the WORLD 
RECORD for the 
minimum amount of 
dominoes toppled in 
a controlled 
experiment. It's 
official. Write in with 
your record breaking 
claims to the usual 
Yikes address. 


WORLD 
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FREE! - MERCENARY COMP - by Novagen 


+VAT= 

£399 

INCLUDES 
FREE UK 
DELIVERY 


£346 

The Amiga 500 is one of a new breed of technologically 
advanced computers, which are now emerging as the new 
standard for home computing, based around the new Motorola 
68000 chip. The A500 has 512K RAM and a 1Mbyte double 
sided disk drive built-in. It can be connected directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modulator. Designed with the user in mind, the A500 features a 
user friendly WIMP environment and comes supplied with a free 
mouse. And, when you buy your Amiga from Silica Shop, the 
UK’s Nol Amiga specialists, you will experience an after sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists. Return the coupon 
below for our current information pack, which will give details of 
the Silica service and the very latest Silica Amiga offers. e&oe 


o Commodore 


FREE! - TERRORPODS - by Psygnosis 


FREE 


FREE! - IKARI WARRIORS - by Elite 


- BUGGY 


FREE! - INSANITY FIGHT - by Microdeal 


BOY - by Elite 


FREE! - THUNDERCATS - by Elite 


FREE! - WIZBALL - by Ocean 


WHY SILICA SHOP? 


Before you decide when to buy your new Commodore Amiga computer, 
we suggest you consider very carefully WHERE you buy it. There are 
MANY companies who can offer you a computer, a few peripherals and 
the top ten selling titles. There are FEWER companies who can offer a 
wide range of products for your computer as well as expert advice and 
help when you need it. There is ONLY ONE company who can provide 
the largest range of Amiga related products in the UK, a full time Amiga 
specialist technical helpline and in-depth after sales support, including 
free newsletters and brochures delivered to your door for as long as you 
require after you purchase your computer. That one company is Silica 
Shop. We have been established in the home computer field'for ten years 
and can now claim to meet our customers requirements with an accuracy 
and understanding which is second to none. Here are just some of the 
things we can offer you: 

THE FULL STOCK RANGE: The largest range of Amiga 
related peripherals, accessories, books and software in the UK. 

AFTER SALES SUPPORT: The staff at Silica Shop are 
dedicated to help you to get the best from your Amiga. 

FREE NEWSLETTERS: Mailed direct to your home as 
soon as we print them, featuring offers and latest releases. 

FREE OVERNIGHT DELIVERY: On all hardware orders 
shipped to Silica Shop customers within the UK mainland. 

PRICE MATCH PROMISE: We will normally match our 
competitors offers on a 'same product same price’ basis. 

FREE TECHNICAL HELPLINE: Full time team of Amiga 
technical experts to help you with your technical queries. 

But don’t just take our word for it. Complete and return the 
coupon below for our latest Amiga literature and begin to 
experience the Silica Shop specialist Amiga service. 


PHOTOH PAIHT PACK 


A500 Computer 
TV Modulator 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE 


£399.99 

£24.99 

£69.95 

£229.50 


£724.43 

£325.43 


£399 


1084S MONITOR PACK 


A500 Computer 
1084S Colour Monitor 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE 


£399.99 

£299.99 

£69.95 

£229.50 


£999.43 

£350.43 


INC ■ 
VAT* 


£649 


FREE FROM SILICA 


When you buy the Amiga 500 from Silica Shop, you will not only 
get a high power, value for money computer, we will also give 
you some spectacular free gifts. First of all, we are now including 
a TV modulator with every A500 stand alone keyboard, so you 
can plug your Amiga straight into your TV at home (the 
modulator is not included with the A500+A1084S pack as it is not 
required for use with monitors). Secondly, we have added a free 
copy of Photon Paint, an advanced graphics package with an 
RRP of £69.95. Last (and by no means least!), so that you can be 
up and running straight away, we are giving away the sensational 
TENSTAR GAMES PACK with every A500 purchased at Silica 
Shop. This pack features ten top Amiga titles which have a 
combined RRP of nearly £230! Return the coupon tor details. 


FREE TENSTAR PACK 


When you buy your Amiga 500 
from Silica Shop, we want to 
make sure you get the best 
deal possible. That is why we 
are giving away the TENSTAR 
GAMES PACK worth nearly 
£230, absolutely FREE with 
every A500 purchased from us. 
The TenStar Games Pack inc¬ 
ludes ten titles for the A500, 
each individually packaged in 
its own casing with instructions. 


Amegas 

£14.95 

Art Of Chess 

£24.95 

Barbarian, Ult Warrior 

£19.95 

Buggy Boy 

£24.95 

Ikari Warriors 

£24.95 

Insanity Fight 

£24.95 

Mercenary Comp 

£19.95 

Terrorpods 

£24.95 

Thundercats 

£24.95 

Wizball 

£24.95 


£229.50 


TOTAL RRP: £229.50 


YOU OWN AN AMIGA? 


It you already own an Amiga computer and would like to be registered on our mailing list as an 
Amiga user, let us know. We will be pleased to send you copies of our price lists and newsletters 
FREE OF CHARGE as they become available. Complete the coupon and return it to our Sidcup 
branch and begin experiencing a specialist Amiga service that is second to none. 


SILICA SHOP: 


SIDCUP (& Mail Order) 01-309 1111 

1-4 The Mews, Hather/ey Road, Sidcup, Kent, DAI4 4DX 
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 


LONDON 01-580 4000 

52 Tottenham Court Road, London, W1P OB A 
OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT: NONE 


LONDON 01-629 1234 ext 3914 

Self ridges (1st floor), Oxford Street, London, W1A 1AB 
. OPEN: MON-SAT 9am - 6.00pm LATE NIGHT: THURSDAY 9am - 8pm u 


^^ToTsilica Ltd, ZERO 1 1-4 The Mews, Hatherley Road, Sidcup, Kent DA14 4DX. 

I PLEASE SEND ME FREE LITERATURE ON THE AMIGA 


IIGA | 


Mr/Mrs/Ms: 


Address: 


Initials: 


Surname: 


Do you already own a computer 
.If so, which one do you own? 






























































































































readers' pages 


GIVE OR TAKE 


D esperately seeking software? Want to tell the 
world of your engagement to Big Bertha the 
truffle eating toilet cleaner from Skegness? Or 
perhaps you just want to flog a computer you no longer 
love. Anything, within reason and within thirty words, 
can be advertised gratis, and it's free too. Fill in the 
coupon and send it to Give Or Take. No actual 'selling' 
of software or business advertising is allowed. So there. 


HARDWARE 

• Atari ST and joystick, worth over £500, 
plus £850 of games including Dungeon 
Master, Xenon II, Rocket Ranger, TV Sports 
Football. Sell for £360 ono. Ring Simon on 
(01) 653 1304. 

• For sale Commodore 64, 2 joysticks, a 
tape to tape connector, 100 original games 
worth £200 and a data recorder total worth 
£400. Sell for £130 ono. Phone Martyn 
Frost on Sheffield 349 162 (daytime) 348 
360 (night). 

• Atari 520‘ST FM 1 Meg drive, mouse, 
joystick, loads of mags, over £400 worth of 
software including games, utilities... 
immaculate condition. Have box and 
original packing. Only £300. Tel. Sunil 
Kanda (After 6pm) on Southall 574 5675. 

• Racal modem model CP 2123, Prestel/ 
Micro link, works with all micros. £75 or 
swap for SMI 24/SMI 25 monitor. Phone 
027581 5496 after 7pm. Also STOS, FAST 
BASIC; £20 and £25. 

• Atari 520 STFM, still under guarantee, 
seventy top games, STOS - Game Creator. 
First Word+, Degas Elite, music studio. 
Genuine reason for sale. Bargain - £300 
ono Ring Rashid (0274) 491389. 

• C64 for sale inc. cassette deck, two 
joysticks plus £1000 worth of games, all 
originals, Batman, Robocop, Salamander, 
After Burner and more. Asking price £500 
ono. Phone William Fretwell on 0383 
620195 before 5pm. 

• Colour printer Tandy CGP115 for sale, 
excellent condition with paper, £69 includes 
postage and packing, apply to James 
Nguyen, 1 Royston Road, Bideford, North 
Devon EX39 3AN. 

• Atari 520 STFM for sale. 1 meg disk 


drive with loads of software, cost over £700 
new, sell for £350 ono. Call Regan on 01 
459 9648 after 4 pm. 

SOFTWARE 

• Any people out there sick of the same 
games ? Well I am! I've got about 35 
games. Drop me a line and I'll trade some! 
Alan Muir, Ar-Tigh Bruce Gardens, 
Brightons, Falkirk, Scotland FK2 0HD. 

• Amiga contacts wanted. Have large 
range of software including newest titles. 
Send s.a.e and list. Reply guaranteed. M. 

A. Longden, 74 Park Ave, Whitley Bay, 

Tyne & Wear, NE26 10L. 

• Atari 520 ST contacts wanted. Write to 
Lee Whitehouse, 24 Parker House, Kings 
Heath, Birmingham, B14 5U. 

• Cool Amiga contacts wanted to swap 
latest stuff. 100% guaranteed reply. Send 
lists to Andrew The Greatest Contact In 
Europe, 31 York Road, Douglas, Isle of 
Man, U.K, Europe, Earth. 

• Free! Amiga PD software . Yes folks it 
true! Just send a disk and an sae to: 
Gweebo, 8 Harcourt Road, Brockley, 

London SE4 2AT or ring 01 691 0406 and 
ask for Marc. 

• Amiga contacts wanted, write to me if 
you want all the latest stuff send disks and 
lists for a 100% very fast reply Mark, 

133 Andover Road, Bestwood, Notts 
NG5 5FD. 

PENPALS 

• Atari ST contacts wanted. Write to 17 
Winchester Ave, Chorley, Lancs, PR7 4AQ. 
100% reply. Nearly forgot my name is 
Nick Green. 

• Amiga contacts wanted to swap hints, 


■■■■■■■■■■■■■■■■■■■* 

BOOK YOUR FREE AD HERE I 

If you'd like to advertise in Give Or Take, please fill in the coupon below in BLOCK CAPITALS m 
and send it to Give Or Take/ ZERO/ 14 Rathbone Place, London W1P IDE. Don’t 
forget to enclose your address and phone number and remember to mark the envelope with the f§ 
appropriate section. We can't accept any software sales and private advertisers will have to h 

advertise in the Classifieds section. ■ 

• Please include my advert (which is no more than 30 words) 
under the following heading: _ 

HARDWARE Q SOFTWARE Q PEN p ALS O LONELY HEARTS O 
WANTED O FANZINES O MESSAGES AND EVENTS Q 
BIRTHS, DEATHS, MARRIAGES AND DIVORCE O 

Name _ 1 

Address t 


Post Code 


If you don’t want to dissect your spanking new copy of ZERO, it’s simple - use a photocopy. 
WARNING: ZERO cannot guarantee to place every ad received. ZERO 4 


I £<l 


tips etc. write with lists to: Jez, 5 Crestholme 
Close, Knaresboro, North Yorks, HG5 0SR. 

• UCS are looking for reliable male or 
female Amiga contacts for swapping 
software, demos, ideas etc. Write or send 
disks/lists to Sabre, 2 Brookside, 

Gillingham, Dorset SP3 4HR 99.9%. Reply 
guaranteed. 

• 68000 programer seeks graphics artist to 
help write games, demos, hacker intros (only 
kidding) write to Michael Diskett, 16 Eden 
Close, Heath Hayes, Cannock, Staffs WS1 2 
5EBP.S. For Atari 520 ST. 

• Amiga contacts wanted, send lists to Jay 
Dee, 63 Amberley Drive, Hove, Sussex BN3 
8JP. 100% reply so write now. 

• YO! Judge Dredd here. Hey Daz, where's 
my stuff? Thanks Daryl for SOS I love demos 
so contact me now. 100% reply. Amiga 
only. Dean Chick, 345B Baring Road, 
London, SE1 2 BYE! 

• Amiga swappers/coders wanted to swap 
all the latest titles. Write to: N. Ireland 
Untouchables, 151 Princess Way, 
Portadown, Co. Armagh, N. Ireland BT63 
5EL, or phone (0762) 336239. 

• Fast Amiga contacts wanted to swap 
latest games etc. 100% reply, so get writing. 
A.S.G., Well House, Church Green Road, 
Bletchley, Milton Keynes, MK3 6DD. 

• Amiga owner (25) would like to swop 
software, tips, phone numbers, etc, with 
similar age female 100% reply. Keith Lee, 
Security Squadron, RAF Marham, Kings 
Lynn, Norfolk. 

MESSAGES AND EVENTS 

• Help I am trying to find Ants O'Riley of 
Ants BBS and last known as Edge on Mirror 
World. Please contact Nemesis, 48 Manor 
Lane, Selsey, West Sussex, PO20 0NX. 
Please!!!!! 

• OH! Hi ya guys, just like to say a word or 
two to my friends Peter K., Jason P., David 
H., and Ian N. you're all a bunch of Greeks 
!!! From your bestest buddy, Mark K. 

• Lesley I'll love you until the stars burn out. 
■Love and rhubarb from Figgis. 

• Cirencester people! Could someone who 
knows Nicola Hibbert ask her if she still 
loves her ex-boyfriend. Get her to write to 
him through these columns. I'll wait till 
1992. 

• Cheats anonymous for those Amiga 
owners who have to, want to, would like to, 
cheat. Just write to D. Archer, 13 Devonshire 
Rd, Hornchurch, Essex RM12. 


LONELY HEARTS 

• A super cool dood (male) aged 16 is 
looking for a girl (similar age) with Atari ST 
to exchange tips etc. L. Tybinikowski, 2 
Jonathan Close, Lymington, Hampshire 
S041 9DY. 

• Slightly crazy male (17) ST owner seeks 
female ST users (16+) to swap usual stuff. 
Also likes Club music and beetles. Joe, 26 
Infield Gardens, Barrow - Furness, Cumbria, 
LA 13 9JW. 

WANTED 

• Wanted Amiga A500, colour monitor, 
extra drive, upgrade plus load software. Will 
pay £400 cash A500 plus monitor £280. 
Please telephone 0782 835291 anytime. 
Thank you. 

• Original Blade Runner sound track wanted 
(Not orchestrated version) alsojimi Hendrix 
memorabilia, old album sleeves, hippy 
jackets, waistcoats or anything psychadelic. 
Simon Baldwin, 60 Ghyllside Avenue, 
Hastings, TN34 2QH. 

• I'm desperate to buy Star Trek for the Atari 
ST. Also I'm interested in buying a Nintendo 
Console. Phone Radlett 3099 ask for Grant. 

• Has anyone got a disk drive for the Amiga 
going cheap. If so write to Eddie Paul at this 
address: 32 Seymour Road, Edmonton, 
London, N9 0SE P.$ State price. 

• Amiga Demos wanted to start a "You pay 
for postage only P.D Thingy". Send disks to 
Ed 1 23 Old Castle Road, Llanelli Dyfed, 
SA15 2SN and receive more info. 

• Wanted help sheets on any game for the 
Amiga. Must be free but willing to pay small 
price. Please send sheets to Mr. S Morgans, 
48 Hanbury Walk, Bexley, Kent, DA5 2JJ. 

• One of your ZERO T - shirts for getting this 
in your mag, an excellent mag at that. Keep 
up the humour, excellent game for the ST, 
can't wait till next month. 

FANZINES 

• Bored of the same ST mags? Get 
Megabyte the utterly definitive Atari 
Magazine. Starts December, .not available 
outside Herts without mail older £6.50/6 
Paul Stothard, 75 Riverside, Leighton 
Buzzard, Beds. 

• Amiga Cheat Disk issue 3 out now! 100's 
cheats, tips, hints; cheat listings, adventure 
solutions. For Xenon 2, Strider, 

Jinxtere tc. price £3 send toJ.S. 

Smith, 45 Maplecroft Crescent, 

Sheffield S9 1DN. 




Let me have the following spiffo items: 
□ Issue 1 * □ Issue 2 □ Issue 3 

Price: UK £1.95 (plus 50p p & p) 
Overseas £1.95 (plus £1.00 p & p) 

I enclose a cheque/postal order for £_ 
made payable to Dennis Oneshots Ltd. 

Name_ 

Address_ 


\m retali atm j 


_Post Code_ 

Complete the form and return with payment 
to ZERO, Back Issues, PO Box 320, 
London N21 2NB. 

* sorry - no free disks will be provided. 


ISiTIlffii, 

i mmmm j 

m m /< 


Yes, although you rather stupidly / missed 
the boat 7 first time around, we're rather 
generously giving you a second chance (so 
don't cock this one up). For a mere £1.95 
per copy you'll be the favourite 
grandparent in years to come when you 
can show off your collectors' copies of 
ZERO and boast of how you were once a 
computer connoisseur. 

If you fill in the coupon, that is... 
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Hemphill; Design Consultant: Vici MacDonald; Adventures: Mike Gerrard; Artifacts: Alan Tomkins; Console Action: Richard Monteiro; Music: Tim Ponting; Technical info: David 
McCandless; News: Christina Erskine; Contributors: Neil Davey, Jonathan Davies, Jon North, Steve Phillips, David Wilson; Group Advertisement Manager: Lynda Elliot; Ad Manager: 
Daniel Healey; Ad Executive: Hillery Baptist; Ad Production: Anne Marie Allen; Advertisement Director: Alistair Ramsay; Publisher: Teresa Maughan; Production Manager: 
Judith Middleton; Marketing Manager: Bryan Denyer; Circulation Manager: Stephen Ward; Finance Director: Colin Crawford; Publishing Director: Richard Howell; Managing 
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or part, without prior permission in writing from the publishers. ZERO is a monthly publication. 


112 


ZERO 




























# The GIANTS amongst software 

Following Tracksuit Manager’s No. 1 Success comes 


BOXING MANAGER 

Real Fighting-RealTactics-Real Management 

End of Round 7 your boxer returns to the corner.The cuts worsening and there's 
a swelling beneath the eye. You have thirty secondsto patch him up. Whgt about 
your fight tactics? Is he in front? Only the three fight judges know for sure, 
should you give him further instructions? - too late the bell sounds. 

YES ANOTHERSMASH HIT COMING 

All fights use an artificial intelligence with indepth commentary as 100 
Boxers struggle to become Heavyweight champion of the world. 

THIS GAME HAS... 

100 Boxers 20 fight Managers all with individual abilities and ratings, 2 
scouts •Different governing bodies® Physio •Trainer* Area national and world 
ranking displayed • Secretary* Filofax • Letters and telephone calls • It's all 
here with more. 


PLUS... 

• Move around your office • Use your telephone • Answer mail • Sign 
agreements with boxers, promoters, governing bodies • Set up deals • Visit 
physio or pop into the training camp • Manage up to Five boxers at once. 

ALSO... 

Decide upon fight tactics according to the strength and weaknesses of your 
boxers, what are their weaknesses? sorry - you'll have to find out. Work as a 
second during rounds. Use sponge, flat iron, towel, water etc. Opponents use 
intelligence to decide upon their next round plans so beware. 

BEWARE... 

If you're looking for something easy or a joystick waggling punch up - look 
elsewhere this is the fight game with reality. 

GOLIATH GAMES specialises in ADVANCED - INVOLVED 
_ - ORIGINAL SOFT WARE DON’T FORGET IT 

AVAILABLE ON... 

CBM 64 - 9.95/12.95 DISC 
SPECTRUM-9.95 
AMSTRAD 9.95/12.95 DISC 
AMIGA . ATARI ST- 19.95 

IBM-19.95 including v.AT Plus 50p post & packing The GIANTS amongst software 

PLEASE SEND CHEQUES/P.O.TO: 


6A SCIENCE PARK, ABERYSTWYTH, DYFED SY23 3 AH 



EGMBl 


1 UPPER PARK STREET, HOLYHEAD 
GWYNEDD LL65 1 HA 

IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST 

24 HR HOTLINE 0407 50609 NEW TITLES SENT DAY OF RELEASE 


A.P.B. 

ACTION FIGHTER. 

ALTERED BEAST. 

ARCHIPELAGOS. 

ASTAROTH. 

BALANCE OF POWER 1990. 

BALLISTIX. 

BATMAN THE MOVIE. 

BATTLEHAWKS 1942. 

BEACH VOLLEY. 

BLACK CAULDRON. 

BLADE WARRIOR. 

BLASTEROIDS. 

BLOODWYCH. 

BLOOD MONEY. 

BRIDGE PLAYER 2150. 

BUFFALO BILL'S RODEO. 

CABAL. 

CALIFORNIA GAMES. 

CARRIER COMMAND. 

CASTLE WARRIOR. 

CHAMBERS OF SHAOLIN. 

CHARIOTS OF WRATH. 

CHASE HQ. 

CHESSMASTER 2100. 

CHICAGO 90. 

COLOSSUS CHESS 10. 

COMMANDO. 

CONFLICT IN EUROPE. 

CONTINENTAL CIRCUS. 

COSMIC PIRATES. 

CRAZY CARS 2. 

CURSE OF THE AZURE BONDS. 

DAILY DOUBLE HORSE RAC. 

DAY OF THE VIPER. 

DEBUT. 

DEJA VU 2. 

DEMON'S TOMB. 

DOMINATOR. 

DOUBLE DRAGON. 

DRAGON NINJA. 

DRAGON SPIRIT. 

DR DOOM'S REVENGE. 

DUNGEON MASTER. 

DYNAMITE DUX. 

ELITE. 

EMPEROR OF THE MINES. 

EYE OF HORUS. 

FI 5 STRIKE EAGLE 2. 

FI 6 COMBAT PILOT. 

FI6 FALCON. 

FI 6 FALCON MISSION DISK. 

FI9 STEALTH FIGHTER. 

FERRARI FORMULA 1. 

FIENDISH FREDDY'S BIG TOP.... 

FIGHTER BOMBER. 

FORGOTTEN WORLDS. 

FUTURE WARS. 

G. LINEKER'S HOTSHOT. 

GAMES SUMMER EDITION. 

GEMINI WING. 

GHOULS AND GHOSTS. 

GRIDIRON. 

GUNSHIP. 

H. A.T.E. 

HARDDRIVIN'. 

HAWKEYE. 

HEROES OF THE LANCE. 

HIGHWAY PATROL. 

HIGH STEEL. 

HILLSFAR. 

HONDARVF. 

HUMAN KILLING MACHINE. 

INDY LAST CRUSADE. 

INFESTATION. 

INTERPHASE. 

IRON TRACKER. 

K. DALGLISH SOC. MANAGER... 

KICK OFF. 

KNIGHTFORCE. 

KRYSTAL. 

KULT. 

LASER SQUAD. 

LAST NINJA 2. 

LED STORM. 

LEISURE SUIT LARRY 2. 

LIGHTFORCE. 

LOMBARD RAC RALLY. 

LORDS OF THE RISING SUN. 

Ml TANK PLATOON. 
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.16.85 16.85 16.85 
...16.85 16.85 - 

.. .13.75 13.75 19.90 
...13.75 13.75 13.75 
.16.85 16.85 - 

...16.85 16.85 - 

...13.75 13.75 
...13.75 13.75 
...13.75 13.75 
.16.85 16.85 16.85 
19.90 19.90 19.90 
.16.85 16.85 16.85 
...13.75 13.75 
16.85 16.85 16.85 
...13.75 13.75 - 

19.90 19.90 19.90 
.16.85 16.85 - 

16.85 16.85 16.85 
.19.90 - 

- 29.95 


AMIGA 

• ST 

PC 

.16.85 

16.85 

16.85 

.16.85 

16.85 

16.85 

.13.75 

13.75 



16.85 

_ 

.13.75 

13.75 

16.85 

.16.85 

13.75 


...16.85 

16.85 

_ 

...16.85 

16.85 

16.85 

...16.85 

16.85 


...16.85 

16.85 

16.85 

...16.85 

13.75 

_ 

...16.85 

13.75 

13.75 

... 13.75 

13.75 

_ 

16.85 

16.85 

16.85 

...13.75 

13.75 

_ 

...13.75 

13.75 

16.85 

...13.75 

13.75 


...13.75 

13.75 

— 


16.85 

— 

. ...13.75 

13.75 

_ 


— 

19.90 

...16.85 

16.85 

16.85 

.... 6.90 

6.90 

- 


SEGA 

AFTERBURNER.21.95 

ALEX KIDD MIRACLE WORLD..21.95 

ALIEN SYNDROME.21.95 

ALTERED BEAST.21.95 

BLACK BELT.20.50 

BOMBER RAID.21.95 

CALIFORNIA GAMES.24.50 

CYBORG HUNTER.20.50 

DOUBLE DRAGON.21.95 

FANTASY ZONE 1/2.21.95 

GREAT FOOTBALL/GOLF.20.50 

KUNG FU KID.20.50 

LORD OF THE SWORD.21.95 

NINJA.20.50 


MILLENNIUM 2.2. 

MOONWALKER. 

MR HELI. 

NEVERMIND. 

NEW ZEALAND STORY. 

NORTH AND SOUTH. 

OIL IMPERIUM. 

ONSLAUGHT. 

OOZE. 

OPERATION THUNDERBOLT.. 

OPERATION WOLF. 

OUTLANDS. 

P. GASCOIGNE SOCCER. 

PACMANIA. 

PAPERBOY. 

PASSING SHOT. 

PHOBIA. 

PIRATES. 

PLAYER MANAGER. 

POOL OF RADIANCE. 

POPULOUS.. 

POPULOUS PROM. LANDS. 6.90 _ 

POWERDROME.16.85 16.85 - 

POWER DRIFT.16.85 13.75 16.8 

PRECIOUS METAL.16.85 16 85 

PREDATOR.16.85 16.85 - 

PREMIER COLLECTION.19.90 19.90 

PROTENNISTOUR.16.85 16.85 16 85 

QUARTZ.16.85 16.85 

R-TYPE.16.85 13.75 

RAINBOW WARRIOR.16.85 16 85 

RED HEAT.16.85 13.75 

RED LIGHTNING.19.90 19.90 19.90 

RENEGADE 3.16.85 13.75 - 

RICK DANGEROUS.16.85 16.85 16.85 

RISK..13.75 13.75 16.85 

ROBOCOP.16.85 13.75 13.75 

RUNNING MAN.16.85 16 85 

RUN THE GAUNTLET.16.85 13.75 

S.D.1.16.85 13.75 

SCRABBLE DE LUXE.13.75 13.75 16.85 

SHADOW OF THE BEAST.24.95 

SHINOBI.13.75 13.75 

SHOOT'EM UP CONS. KIT.19.90 19.90 - 

SHUFFLEPACK CAFE.13.75 13.75 

SILPHEED. 19.90 19 90 

SLEEPING GODS LIE.16.85 16.85 16.8- 

SPACE HARRIER 1/2.16.85 13.75 

STARGLIDER 2.16.85 16.85 24.95 

STAR BLAZE.13.75 13.75 

STAR WARS TRILOGY.16.85 16.85 

STEIGAR.13.75 13.75 

STEVE DAVIS SNOOKER.13.75 13.75 

STORY SO FAR VOL 1/3.16.85 16.85 

STRIDER.16.85 13.75 16.85 

STRYX.13.75 13.75 

STUNT CAR RACER.16.85 16.85 16.85 

SUPER LEAGUE SOCCER.16.85 16.85 

SUPER QUINTET.16.85 16.85 

SWORDS OF TWILIGHT.16.85 

TANK ATTACK.16.85 16.85 16.85 

TARGHAN.16.85 16.85 16.85 

TEST DRIVE 2.16.85 16.85 16.85 

THREE D POOL.16.85 16 8 

THUNDERBIRDS.16.85 16.85 

THUNDERBLADE.16.85 13.75 

TIME.19.90 19.90 

TIN TIN.13.75 13.75 13.75 

TOOBIN'.16.85 16.85 

TRIAD 2.16.85 16.85 

TRIV. PURSUIT/T.P. NEW BEG.13.75 13.75 

TURBO OUTRUN.13.75 13 75 

TV SPORTS FOOTBALL.19.90 16.85 

ULTIMATEGOLF.16.85 16.85 16 85 

UNTOUCHABLES.16.85 16.85 16.85 

VIGILANTE.10.95 10.95 

VOYAGER.16.85 13.75 - 

WAR IN MIDDLE EARTH.13.75 13.75 16 8L 

WATERLOO.16.85 16.85 16.85 

WAYNE GRETZKY HOCKEY.19.90 - 19 90 

WEC LE MANS.16.85 13.75 - 

WEIRD DREAMS.16.85 16.85 16.85 

WICKED.16.85 13.75 

WINNERS.13.75 13.75 - 

XENOMORPH.16.85 16 85 

XENON 2 MEGABLAST.16.85 16 85 16 85 

XENOPHOBE.16.85 16.85 - 

XYBOTS.13.75 13.75 - 

ZAK McKRACKEN.16.85 16 85 16 85 

CONSOLES 

PC ENGINE 

CHAN & CHAN.26.95 

DRAGON SPIRIT.26.95 

F-1 FIGHTER PILOT.26.95 

FANTASY ZONE.26.95 

MOTOROADER.26.9 

NINJA WARRIORS.26.95 

PACLAND.26.95 

POWER BASEBALL.26.95 

R-TYPE 1 OR 2.26.95 

SPACE HARRIER.26.95 

VICTORY RUN.26.95 

VIGILANTE.26.95 

WONDERBOY IN MONS'LAND.26.95 
WORLD TENNIS.26.95 


SEGA 

OUTRUN 2D/3D.21.95 

R-TYPE.26.50 

RAMBO 3.21.95 

RASTAN.21.95 

ROCKY.21.95 

SHINOBI. .*.:.21.95 

SPACE HARRIER 2D/3D.21.95 

THUNDERBLADE.21.95 

TIME SOLDIERS.21.95 

VIGILANTE.21.95 

WONDERBOY IN MONS'LAND.21.95 

WORLD GRAND PRIX.20.50 

WORLD SOCCER.20.50 

Y'S.29.95 

UK BFPO DELIVERY FREE, ELSEWHERE E2.00/GAME FOR AIRMAIL 
PLEASEjyiAKE CHEQUE/PO PAYABLE TO KEY SOFTWARE 


ORDER FORM (PLEASE PRINT) 


STA TE COMPUTER 


GAME 


COST 


TOTAL 


Name. 

Address. 


.Tel . .(Z2/90) I 


SEND TO: KEY SOFTWARE, 1 UPPER PARK ST., HOLYHEAD, GWYNEDD LL65 1HA 



































































































































































































The Cycles: International Grand 
Prix Racing wraps you around 
the chassis of the fastest bikes 
ever built as you compete in 
the International Grand Prix of 
motorcycle racing. 

The only motorcycle game with 
a first-person perspective. 
Sense the rush of full throttle 
speed. Look over the 
handlebars to see the 
pavement disappear under 
your wheels. 



Choose from 5 different skill 
levels. Each level alters the 
racing ability of the 
competition. 



Screen shots from IBM P.C. version. 



International Grand Prix Racing 



Will the racer in front blast ini 
the lead or dump his bike tryini 
Do battle with the world’s race 
in the sport’s premier events. 
Choosing either 500cc, 250o 
or 125cc class races tackle 1 
authentic Grand Prix courses 
across the world. From Australii 
to Brazil file down the foot peg; 
on the most gruelling circuits in 
motorsport. 

Who’s got the guts? Who wanl 
the glory? Who’ll emerge 
victorious to hoist the trophy o 
world champion? 




IBM PC & COMPATIBLES 
OUT NOW £24.99 
AMIGA 

RELEASED DECEMBER £24.9? 
ATARI ST 

AVAILABLE FEBRUARY £24.9? 
CBM 64/128 

AVAILABLE MARCH £9.99 Tapi 
£16.99 disk 

(SPECTRUM and AMSTRAD to folia 


puts you 

HtteaSte 


Accolade Europe Ltd., 

Unit 14, The Lombard Business Centre, 
50 Lombard Road, 

London SW11 3SU. 

Tel: 01 738 1391 
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The best in entertainment software."' 












































Guaranteed 
Window Seat 


You’ve got the best seat at 
the air show—the cockpit of your 
F/A-18. And you’re about to fly 
where only angels dare. 


Blue Angels Formation Flight 
Simulation™puts you wingtip-to- 
canopy with the acrobatic U.S. 
Navy aviators who’ve become 
legends of the sky. From ground 
school to the wild blue yonder, 
you’ll practice and perform over 
25 actual air show maneuvers. 


echelon rolls and fan breaks. 
Wow the crowd during three 
heavenly air shows. 


■ 


Train with the Blue Angels in 
a wire-frame flight simulator. 
Plot the path you’ve flown in 3-D 
against the ideal path of the 


maneuver. 


Then dance with danger in 
one of four Blue Angel F/A-18s- 
a jet that can twist 500 knots 
into a 5g vertical climb. 

Pierce the clouds on a wing 
and a prayer. Engage your 
formation in delta rolls, left 


Actual game screens from IBM PC EGA version of the game Other versions may vary 


You can watch all of your 
maneuvers from a variety of 
camera angles, review the 
performance on Instant Replay— 
even take a bird’s-eye tour 
of the entire airfield in “Free 
Flight” mode. 

If you’re a blue chip Blue 
Angel, they’ll induct you into the 
“Pilots Hall Of Fame!’ Because 
only the best and the brightest 
can take 32,000 pounds of 
military thrust and turn it on 
a dime. 

Blue Angels Formation Flight 
Simulation. Everything you’ve 
ever experienced in flight sim¬ 
ulation is about to take a 360- 
degree diamond roll. 


\rrni \m— 
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The best in entertainment software.™ 

Accolade Europe Ltd. 

Unit 14, The Lombard Business Centre, 
50 Lombard Road, 

London SW11 3SU. 





























“Astounding just to look at, with 
the fastest, smoothest, most 
detailed and realistic 3D graphics 
seen... but it’s the sheer depth 
that makes F29 the best combat/ 
flight simulation I’ve seen. 

The wealth of missions is 
incredible... giving 
enormous lasting 
appeal...” 

■i C & VG 97%. 


“Think of what you get in Falcon and double it 
... brilliant action and a scenario depth that’ll 
leave you gasping in awe; there are 99 
different missions... Retaliator is even better 
than Falcon, and it’s certainly much bigger... 
A brand new, and rather brilliant fighter/ 
bomber simulation.” Zero 94%. 

“Utterly mouth-watering graphics and an 
amazing depth of play... the best flight 
simulation I have ever seen (and there’s 
nothing on the visible horizon that looks set to 
come close). It’s not a simulation, it’s an 
experience... Ocean’s first flight sim in the 
best out!” Zzap 97%. 
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OVER 40 REVIEWS AND PREVIEV 
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